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rash Bandicoot took a few 
minutes out of his busy 
schedule to sit down and 
chat with BradyGames. 
Thanks, Crash! 


Mr. Bandicoot, | must say that you're looking 
better than ever. You don’t need to go into 
poly-count or anything like that, but just 
what have you done to get in shape for your 
new adventure? 


You’re right, Mr. BradyGames! | do look good, 
and I feel good too! Here's my little secret. In 
addition to using Bulk Builder X-treme, a new 
muscle supplement designed specifically for 


marsupials, | have been following my mantra 
of "Eat, Sleep, Play!" 


Crash, many question just how you do it. 
Honestly, your line of work certainly has its 
fair share of stress. Have you ever considered 
a career change? 


| always wanted to be a Vegas showgirl, but 
I've been told that | don't have the legs for it. 
In all seriousness, being a video game celebri- 
ty is best job in the world, but the Death & 
Dismemberment coverage isn't all that good 
for me—the deductible stinks! 


ple throw around terms like super-star or 
even "mascot." How have you dealt with the 
fame over the years, and are you ready for all 
the attention again now that you're on PS2? 


We've seen you all over TV, and you hear peo- 


Can you repeat that question? 


We've seen you all over TV, and you hear peo- 
ple throw around terms like super-star or 
even "mascot." How have you dealt with the 
fame over the years, and are you ready for all 
the attention again now that you're on PS2? 


Sorry, can you repeat that question, again? 


4. We've seen you all over TV, and you hear peo- 
|. ple throw around terms like super-star or 
even "mascot." How have you dealt with the 
fame over the years, and are you ready for all 
the attention again now that you're on PS2? 


/ he's simply misunderstood, but what's your 


| What's your favorite fruit — really? : 


/ rivalry? 


Sorry, | just wanted to hear you refer to 
me as a "super-star" more than once! 


Cortex. We know this is a touchy subject, 
but what is his deal? Some have said that 


take? 


The 'N' on his forehead stands for NERD, 
but I think it should be replaced with an 'L' 
for Loser. 


| recently had some guava and it was quite 
good, but nothing matches the taste of— 
the Wumpa! 


We know you can't say much on the Game 1 
Boy Advance project, but can you shed any 
light on it at all? This is off the record—we 
promise. 


It's gonna be an adventure of "Huge" pro- : 
portions! That's all | can say. : 


How do you feel about sharing time in this : 
game with your sister Coco? Any sibling 


Coco's great! She's been a big help in so 
many ways! I know she's always got my 
back! Any sibling rivalry? Only when we 
play CTR and Crash Bash; she always beats 
me! 


Finally, what exactly is your shoe size? I 
mean, no offense, but those things are 
huge. 


No offense taken. | don't want to go into 
specifics: My shoe size is a 22, but my foot 
is an 11. | like the extra room to wiggle my 
toes. 


GAME BASICS 
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Welcome to Crash Bandicoot: The Wrath of Cortex. 
The game has 25 Main Levels, 5 Boss Levels, 15 Bonus 
Levels within the game, 5 Death Routes, 5 Gem 
Paths, and 5 Secret Levels at the end of the game. 


Each of the 25 Main Levels contains a Purple Crystal. 
To beat the game in the most basic way, you need 
to complete the 25 Main Levels, the 5 Boss Levels, 
and collect all 25 Purple Crystals. If you do, you'll 
see the basic game ending. 


To see the special game ending, you'll also have to 
collect the Clear Gems. You can get 1 Clear Gem іп 
every Main Level by smashing every box and crate 


Basic Moves for 
Crash and Coco 


Button/Control _ Movement _ 
+ Forward x 
+ 
> 
+ 
x 
A 


R 


© or R1 


N "s Ss d (сс 


VALS 


in the level. 


To access the 5 Gem Paths, you'll have to find the 5 
Colored Gems, which are hidden in the Death 
Routes. There are also 3 Hidden Clear Gems located 
in special spots in the game. 


After you defeat the game, you can access the 
Secret Levels IF you have 5 Relics for each Secret 
Level you want to open: 5 Relics for the first Secret 
Level, 10 for the second, 15 for the third, 20 for the 
fourth, and 25 for the fifth—any Relic will do. To 
get a Relic, you need to run a Time Trial in the level 
and beat a special time specified in the game. 


Moves for 
Crash Only 


Button/Control Movement 

a Spin 

In mid-air, X + @, or X + R1 Body Slam 

@+X orR1+X .. High Jump 

© or R1 , Crouch . 

Hold @then move, or Press R1 then move _ Crawl 

While running, 6 or R1 Slide 

While running, press press @ + X or R1 +x Super Slide High Jump | 


Moves for 
Coco Only 
EA 


Button/Contro] _ Movement 
и . Karate Kick 
In mid-air, X + 6, or X + R1 Stomp 


, Sweep Kick 


RRR = 


|». When you defeat Rok-Ko, Crash 
gets the Tip Toe move. Press L2. 


і When you defeat Wa-Wa, Crash gets the 
Super Double Jump. Press X + X at the top of 
your first jump. 


ıı When you defeat Py-Ro, Crash gets the Death 
| Tornado. Tap the m repeatedly. 


When you defeat Lo-Lo, Crash gets 
the Bazooka. Press @ to fire. 


ı When you defeat Crunch and Cortex in the 
, final boss fight, Crash gets the Crash Dash. 
Use the D-Pad + R2. 


At a secret point in the game (and in this 
guide) Crash gets the Super Belly Flop. 
Use the same controls as the Body Slam. 


GAME BASICS 


x Fire cannon and lasers 


eos 


R2 Barrel roll right 
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Barrel roll left 
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Press x to accelerate. 
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Fire torpedos 
Release depth charge 
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Hold x to lock onto enemies. 
Release x to fire. 


GAME BASICS 


Coco’s Scooter E Mech 


ө Boost speed am U җҗҗ—Є—Є—Є—Є—ЄЄ 


Hold Ш to activate torgeting. 
Use the D-Pad or analog stick 
to aim. Release Ш to fire. 


“Fly backward 


d 


Spin Copter-Pak _ 


Len 


Fly left 


URL ST AGAR spin 


Fly right 
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Coco’s Snowboard 


x Jump , 
e Boost speed. 
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GAME BASICS 


Those Blasted Boses 


| Name Function 


Crack these crates, and you'll begin the level 
here, instead of starting again, if you lose a life. 


Break these crates, and trigger the 
3-second fuse! 


TNT Crate 


m 


Iron Spring Crate Those iron crates do the same. 


Spin the box, and Crash becomes invisible and 
invincible for a short period of time. 


Invisibility Crate 


Smashing this box will detonate every Nitro 
«fate in the level. 


Nitro Switch Box 


GAME BASICS 


Name 


Bouncy Box 


Surprise Box 


Aku Aku Box 


Slot Box 


Outline Box 


Switch Box 


Function 


Use them to bounce up, or get the 
goodies inside. 


A surprise inside every one! 


Open these crates to get extra protection. 


These crates change their type randomly. 
Break them before they turn into an 
unbreakable Steel Crate. 


These are hidden, unless you activate the Switch 
Box. 


These turn on the Outline Boxes. 


In Time Trial mode, these boxes will freeze the 
timer. 
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GAMEBASICS 


Function 


Get 100 pieces, and earn a 1-Up, an extra life. 


1 Mask shields Crash or Coco from an enemy 
attack. 3 Masks give temporary invulnerability. 


There’s 1 Purple Crystal in all 25 Main Levels. 


Get a Clear Gem if you break every crate and 
box in a level. 


There are 5 Colored Gems in the game. 


There are 3 Hidden Clear Gems in the game. m" 


This symbol means you've found a Bonus Level. 


Colored Gems are hidden in the Death Routes. 


Death Route 


yh 


Hit the stop watch to run the level in Time Trial 
mode. 


Get this Relic for the longest time in Time Trial 
mode. 


Get this one for the second fastest time in 
Time Trial mode. 


And get this one for the fastest time in 
Time Trial mode. 


= 


GAME BASICS 


Crash 


Our Hero (the title of the game probably 
gave it away). This sneaker-sporting marsu- 
pial isn't much of a conversationalist, but 
he’s got the moves to make it through 
Cortex's traps and past his evil minions. 
In fact, as you progress through the 
game, there isn't an obstacle, level, or 
route he can't successfully navi- 
gate with his current abilities. Of 
course, if you reach the end and 
get a Bazooka, it makes getting 
: a gem in the previous levels 
: much, much easier. 


GAME BASICS 


Coco 
The brains of the family, Coco finally 
gets a chance to prove that anything 
Crash can do, his little sister can do 
better. Alas, aside from 
Crash Dash, she hasn't 


inherited any of her 
sibling's special 
moves, so you 
have to make 
do with jump, 
karate kick, 
sweep kick, and 
stomp. The 
good news is 
that Coco gets to 
ride all the really 
cool toys like the 
scooter and snow- 
board. 


This tribal mask 
may not be able to be 
with you in person, but 
he can be with you in 


a boost in health, able to 
withstand a blow that would 
send you. | 
two, and yt | got triple the 
endurance. hree, and you're 

invincible ( t for a few seconds 
any E 


GAME BASICS 


Cortes — 


Aspiring Master of the Universe who has seen his 
plans (curses!) foiled again and again by 

Crash. Still like a bad rash; just when you 

think he’s taken care of, he keeps com- 

ing back. The only time you ever get 
to lay your marsupial mitts on the 
diminutive doctor is the final boss 
level, and even then, he’s all brains 
and no brawn. 


Crunch 


Dr. Neo Cortex's new secret (well, it used to 
be a secret) weapon. This genetically 
advanced bandicoot with a Brooklyn 
accent is one lean, mean marsupial 
machine just by himself. But combined 
with the powers of the Elementals, even 
Crash will.have'his hairy hands full. 


Uka ULa 


Aku Aku's evil counterpart and the only one (besides Crash) 
that Dr. Cortex truly fears. It's his job to motivate the 
troops through fear and intimidation as well as develop 
the plan to release the Elementals to give Crunch the 
extra oomph he needs. 


Tin; the 
Tiger 


One of Cortex's evil minions from 
the good ol' days. Not-so-Tiny the 
Tiger isn't much when it comes to 
weaponry and advanced strategy. 
Considering his size, his main skill is 
simply standing in the way. (His dad 
always said he made a better door 
than a window.) 


GAME BASICS 


Dingodile 
Another one of Cortex's band of baddies 
and the only one he can trust with a 
flame-thrower. He prefers to nab you в 
from afar with his fire power. | 


Dr. М Trop.» 


Chaos is his name, and chaos 
is his game. With a fire- 

shooting spear, he can pisor- 
der Crash's body 


4 рагї<. 


Dr. N Gin 


This cyborg is Cortex's right-hand man. 
Though he’s easy to miss, nearly every 
_flying or driving level has him 
barreling his missiled 
head into your vehicle. 


GAME BASICS 


RokL-Ko 


"о. With a head full of rocks and a 
mouth full of marbles, this thug 
is the Earth Elemental, capable of 

sending landslides crashing on, well, 
Crash. Not to mention his ability to get 
the earth rocking with his powerful 
earthquakes, and his other tricks with 
terra not-so-firma. 


This Water Elemental will do 
his best to inflict pure water 
torture on your orange hide as 
he sends you under the sea to 
take your turn against truly 
hideous underwater flora and 
fauna. Even worse, he has his 
own navy whose ships are 
nearly unsinkable. 


Lo-Lo 


This Wind Elemental can 
give you both the cold 
shoulder or put the heat 
on you. But Crash will 
prove that Lo-Lo, like all 
he other Elementals, is 
just full of hot air. 


Py-Ro 


The most dangerous of the 
enemies, the Fire in this 
Elemental’s belly is 
determined to turn 
you to a crispy crit- 
ter. Keep clear of 
any of his pyro- - 

. techniques if you 

want to avoid 
.. breaking a sweat. 


EARTH HUB — LEVELI — ARCTIC ANTICS 


Uka Uka is on the loosa loosa, and it’s up to our favorite tennis-shoed marsupial to once again: “Save the 
World from Dr. Neo Cortex and His Evil Minions!” Piece of cake? Not so fast. This “crash course” in The 
Wrath of Cortex is no cakewalk. You'll need to run, jump, and skate your way through the falling snow, 
avoiding the wintry enemies, freezing water, as well as the Crash staple: the bottomless pit. 


Death Route 
(Blue Gem) Жж 
@ : 


LEVEL GOODIES 


Purple Crystal 
Clear Gem 
Relics 

Bonus Round 


Death Route (Blue Gem) 


TIME TO BEAT 
e Sapphire Relic: 01:15 
Gold Relic: 00:50 

Platinum Relic: 00:37 


ENEMIES 
re) Penguins 
@ Circus Seals 
ð Ski Bunnies 
@ Nahrwhale 


EARTH HUB — LEVELI — ARCTIC ANTICS 


Before dashing off, making snowtracks, now's as good a time as any to practice 
all those Crash moves you've read about or know from previous incarnations. 
Spin and jump are pretty easy, but you might need to work a bit on the slide as 
that comes in pretty handy. You'll also need to practice the high jump. (Sure, it 
doesn't look like it's a true "high" jump, but it'll definitely be useful down the 
road.) Once you've got those down, mosey on forward, grab your Wumpa Fruit, 
and start a'spinning and a'smashing. 


Seal 


No, not the singer, but these beanie-wearing 
villains will send Crash to the 

hereafter. You can 
either jump on 
them, though it can 
be tricky; slide 
attack them; or bet- 
ter yet, just jump 
over them. 


It's vitally important when you see a Slot 
Box that you book it on over as quickly as 
possible. Otherwise, it will quickly turn into 

; an unbreakable iron crate, which leaves 
you outta luck if you're trying to break ALL 
the boxes in the level. 


Penguin 
He's just spun himself silly. He's constantly waddling back and forth in 
front of your path, becoming particularly deadly and protected while 
he is spinning. You can jump, or slide attack him, or just go around. 


} Once you've made it to the first Checkpoint, tread carefully over the ice bridge, past 
| the penguin, and over to the ice lake. Crash needs to quickly master the finer points of 
ice skating without the benefit of a toe stop. On your left, you'll notice a Switch Box шк 
; by Nitro Crates (which means it must be important, right?), and several 
Outline Boxes on the right. Carefully slide on over to the Switch Box, jump on 
it, and turn the Outline Boxes into genuine boxes for even more Wumpoa Fruit. 
Make your way past the drunken penguin, smash the nearby boxes, and head on 
down. 


EARTH HUB — LEVELI — ARCTIC ANTICS 


Enemy: Nahrwhale | 
Don't waste time trying to waste this whale of an enemy; neither 
spin, belly flop, or even a Bazooka will take him down. You 
just need to time your way around him. 


B Once past the fish, belly flop on the Steel Crates to crack them 
| open. Head through the doorway, spin and grab another Aku 
Aku Mask, and then proceed cautiously towards the boxes and 
fruit, looking out for the ski bunnies. Break the boxes, and grab 

the fruit, before heading to the second Checkpoint. 


Enemy: Angry Skiers 
The big danger of these is = 
their element of surprise, 
because they can pop out 
faster than you can think to 
spin attack. Either time your 
passage carefully, jump over 
their location, or lie in wait 
and spin attack. 


High Jump Hijinx 


For those hard-to-reach boxes 
and fruit, you need to hit jump 
and then belly flop to get that 
extra foot or so you need. 

. Remember: Nothing is ever 
placed completely out of reach. 


This next section looks more intimidating than it really is. You've got spinning 
penguins and narrow cliffs, but a little manual dexterity is all that's required. 
Instead of dangerously wasting your time trying to take out every penguin, 
you'd be better off simply going around them. There's a lot of fruit to be had, 
4 | so take your time. None of the jumps are too terribly long, so remain calm; 
leaping from ledge to ledge should be easy. 


If you're going to be spinning through those piles of 
boxes, be sure to break them all at once. Spinning 
through them one-at-a-time can inadvertently send 
some uncollected fruit spinning away. 


EARTH HUB — LEVEL] — ARCTIC ANTICS 


Smash through the multitude of boxes, grab the fruit, and be 
sure to set off those TNT Crates if you want to collect the Clear 
=, Gem at the end. Proceed to the next Checkpoint. 


it'll quickly turn into an unbreakable iron crate if you don't. 


| Smash all the boxes here, and then head up the hill cautiously. Here, you'll 
| find your first real test of hand-eye coordination. Not only are there plenty 
of ice islands with boxes, but you'll find the Death Route and Bonus Level 
platforms here. 


EARTH HUB — LEVELI — ARCTIC ANTICS 


Carefully navigate down the center of the frigid waters along the snow 
. path. Near the епа, you'll notice one of two things on your left: If you 
haven't lost a single life in this level, you'll see a skull platform. This is the 
Death Route disc. If you've lost a life at some point in this level, you'll А 
see an outline of the platform. 


On your right, 
across from the 
Death Route plat- 
form, is the Bonus 
Level platform, 
which'll be there 
whether you've lost 
a life or not. Hop 
on for some easy fruit. 


Woolly Bully 


You'll be able to see the first of two woolly 
mammoths here. Jump on his head to 
instantly earn a 1-Up. Once you activate 
the Bazooka, you can use it on the woolly 
mammoths too. 


There's also an extra 1-Up near the Death Route platform; hop on over there 
and grab it. You'll also want to jump on the Switch Box to reveal more boxes 

' around the corner. Head on up ahead, smashing and grabbing. Once through 

the gazebo, there'll be a couple of Bouncy Boxes, a Nitro Switch Box, and a 

woolly mammoth. Jump onto the Nitro Switch Box, which'll remotely blow up 

all the level's Nitro Crates—even the ones in the Death Route. 


You'll then get a display telling you how many 
boxes out of the whole level you took out. If 
you got 147/147, congrats! You just earned 
yourself a Clear Gem. If anything less, you can 
theoretically go back and try and track down 
the unsmashed crates. 


You'll also notice another woolly mammoth to - 

the right. To earn yet another 1-Up, jump onto the Bei 

that’s almost directly in front of him, and then take another jump right onto 
his head. Then head to the Warp. 


EARTH HUB — LEVELI — ARCTIC ANTICS 


DEATH ROUTE 


| This truly is a dangerous place to race with all the 
level's enemies crammed into a tiny space, surrounded 
by Nitro Crates. The only reason to come here is to 
explore every nook and cranny of the game, or if you're 
bent on getting every possible prize. For those who insist 
on going where no man has gone before, avoid the Nitro 
Crates and enemies just as you did in the rest of the level until 
you get to the Blue Gem. 


To get to the Warp, which will actually take you out to the 
Warp Room and: not back to the level, you need to carefully 
navigate the platforms so that you land and jump on the reg- 
ular crates without touching the Nitro Crates. If you somehow 
survive and land on a Nitro Crate platform (thanks to Aku Aku), 
you'll destroy a key platform to get to the Warp Room, and it's 
game over (or at least Death Route over). 

For those not so ambitious, stay away from the Death Route. When : 
you hit the Nitro Switch Box in the regular part of the level, it will clear 
out all the boxes in the Death Route. 


BONUS LEVEL 


Being the first Bonus Level of the game, there's nothing 
here to start sweating over. Simply destroy all the boxes 
before hopping onto the platform at the end of the level. You'll 
know you've gotten them all if at the bottom of the screen it says 
25/25 boxes. If you're missing one or two, go back and make sure 
you detonated the TNT. Crates as well. 


TYME TRIAL 


The Time Trial is pretty straightforward. Just get through the course in under 
a minute and fifteen seconds, which is pretty darn easy. 

Simply race from one end to the other, smashing as many of 
F^ the Time Boxes as you can. Just don't waste more time trying — 
# to get a particularly tough Time Box (like the one by the 
horny fish) than you would've saved had you smashed it. 


EARTH HUB — LEVEL2 — TORNADOALLEY 


Crash isn’t only about run, jump, and spin; there’s plenty of aerial acrobatics as well. In Tornado Alley, your 
circus act will involve plenty of dodging, firing, and smashing in hopes of taking out six tornado genera- 
tors before you run out of health. 


LEVEL GOODIES Ill ENEMIES Г ТҮМЕ ТО РЕАТ 
\ @ Purple Crystal | * Cortex's Evil Minions | | @ Sapphire Relic: 02:00 


Ww | E] - | 
\ @ Clear Gem y | @ Gold Relic: 01:20 \ 


| \ 
(9 Platinum Relic: 01:00 
[^ lic 01:00 08. 


| @ Relics | 
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EARTH HUB — LEVEL2 — TORNADO ALLEY 


This is your first flying mission, and your biggest concern is simply watching 
| your health. There are six tornado generators, those giant monstrosities atop 
the twisters located throughout this map. You need to destroy them while 
various flying enemies try to shoot you down. 


Not only will enemy fire take you down, but crashing into the tornado gen- 
erators or even the tornados themselves also saps your strength. Fortunately, 
there are a few health balloons (the white balloons with the red crosses on 
them) that will allow you to recharge a bit should your health get precipi- 
tously low. Unfortunately, there are only so many health balloons available, 
so you can't waste too much time taking out the generators, or you might 
find yourself with low health, no refreshers, and generators yet to blast. 


To start, simply start firing at the generators. It doesn't 
take many hits, but you'll find that you have to be _ 
reasonably close to hit them. You'll know when 
you've taken one out because they blow up. You'll 
see a running tab of blown generators at the bot- 
tom of the screen as well, letting 
you know how many you've got 


| ә їо до. 
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ШТ You might as well hold down the fire button throughout the 
œ level. You'll never run out of ammo, апа you'll hit plenty of 
enemies in the process. 


If you find yourself low on health, head towards the health balloons. 
You can drive through the balloon and pop it, causing the crate to 
fall and eventually break on the ground below. Or, simply fly right 
through the crate for more instantaneous results. 


EARTH HUB — LEVEL2 — TORNADOALLEY 


Airplane 


These faceless enemies may not have distinc- 
. tive moves like the others, but they 
are just as dangerous. 
They especially like to 
kamikaze into your own 
glider, so barrel roll when 
you see them heading 
your way. 


Take out the rest of the tornado generators 
until you've gotten all six. You'll get yout 
Purple Crystal, — 

and the 

level will 
automatically 
be terminated. 


If you want to get the Clear Gem in this level, you need to 
smash all the boxes, which means you need to take out all the 
balloons that they're attached to. Unlike other levels where you 
have the luxury of taking your time to clear all the crates, here 
you're forced by the barrage of enemy fire to accomplish your 
objectives quickly. 

Obviously, you'll have to postpone getting all the generators 
until you've smashed all the crates, otherwise the level ends 
and you have to start over. Clear as many balloons as you can while heading from genera- 
tor to generator. You'll know you've cleared all the crates when you're automatically 
rewarded the gem. Hit A to see how many crates remain. 


The Time Trial is very easy: Simply destroy all the generators in 
2 minutes to get a Sapphire Relic. No special tricks needed. 


EARTH HUB — LEVEL3 — BAMBOOZLED 


Ever wonder what it'd be like to be stuck in a giant hamster-ball on a runaway roller-coaster? No? Well, 


you're about to find out. No spinning, jumping, or other fancy marsupial footwork—just rolling and crush- 
ing and the ever-popular keep-from-dying. 


LEVEL GOODIES ENEMIES 
\ @ Purple Crystal | * The Edge 
@ Clear Gem 


TIME TO BEAT 
@ Sapphire Relic: 01:15 

@ Gold Relic: 00:35 

@ Platinum Relic: 00:25 
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EARTH HUB — LEVEL3 — BAMBOOZLED 


Once you start tackling this level, you'll quickly realize that there's more to 
rolling around in an Atlas Sphere than simply avoiding giant cats. You need to 
carefully master the finer points of acceleration, stopping, and maneuvering. 
Fortunately, there's a small platform with roped off edges at the beginning of 
the level, so you can get your sea legs—er, hamster-ball legs. 


Once you've got the basics down, follow the fruit and start adding to your 
lives. You should be able to get an additional five lives on this level alone. Just 
be very careful about going over the edge, because you don't bounce once 
you hit the bottom—you smash. 


ll You'll soon come to your first lift. This is where 

| things can get really tricky; you need to wait 

7 for the lift before heading forward or you'll 

| roll off the edge. However, you must move 

| quickly when the lift arrives so you don't miss 
| it altogether. Once on, carefully get off, which 

m ~ you'll have to be quick about, but stop imme- 
diately nr. you "disci right next to the Slot Box. Time it right, and 
smash the crate when a 1-Up appears; otherwise, you'll just get fruit. 


Î Таке your time—you don't want to get rolling like a runaway 

freight train. Grab as much fruit as possible, and be sure to smash 
every box you come across, because nailing all of them is easy in 
this level. If you miss a fruit, don't stress too much, but if you miss 
several, feel free to roll back and get them. We are talking free lives here, 
and you're going to need them come future levels. Soon, you'll reach the 
first Checkpoint. 


After you've passed the first Checkpoint, head up and down the ramp, grab- 
bing all the boxes and fruit you can. Just after a tree ledge platform, you'll 

E соте to a platform with a fruit path curving towards the right. Before heading 
that way, notice that you can turn left as well. Cautiously head left for now, 

| past the Nitro Crates and down to four other crates. These are extremely easy 

| to miss and are the only real tricky hidden boxes throughout the level. 


You'll notice another platform nearby with 
Nitro Crates. From here on out, you don't 
need to worry about those, because the end 
of every level has a Nitro Switch Box that will 
take care of them for you 


EARTH HUB — LEVEL3 — BAMBOOZLED 


— Head back past the Nitro Crate, being careful not to go over the edge, and 
then continue on your original path. You'll notice another optional lift that 

you'll most definitely want to take because there are two Crash Crates on 

top. Then continue on your roller-coaster ride. 


At the second Checkpoint, there are two paths you can take to 
get to the end level Warp. The first is the lift near the Checkpoint 
box that will take you up and over; the second is past the Nitro 

Crates near the Checkpoint and around down on several 
sloping platforms. Unless you're running a Time Trial, your 
best bet is to take the platform route. There's more fruit to be 
had; plus you'll get access to the Nitro Switch Box. 


| Once you've carefully rolled your way to the Nitro Switch Box, simply 

| bump into it to set it off. Don't worry about rolling 
over it; that won't do any 

| harm to you or your ball. Then follow 

the fruit arrows down and into 

the awaiting Warp. 


The Time Trial is great for opening her up and letting this hamster-ball really 
roll. There are a couple of shortcuts you'll want to check out. The first shortcut 
comes just as you're beginning your series of bamboo tracks. As you're making 
your first curve from right to left, you'll notice another track 
right below you, which is actually just a continuation of this one, 
just further along in the course. You'll want to make sure you've 
got enough speed to roll over the side and land on the track 
below. This will shave off several precious seconds from your 
final time. 


There's a similar shortcut, though this is a bit tougher to locate. 
Remember the optional lift that had two Crash Crates at the 
top? The shortcut is at the next series of bamboo tracks right after this. You' Il roll 
along two tree ledges before getting there, but when you do, look for the track 
directly below the one you're on, and roll off the ledge. It won't save you quite as 
much time as the previous shortcut, but considering that you need to finish this 
course in 25 seconds if you want the Platinum Relic, every second counts. 

The next shortcut is where the second Checkpoint would be, near the end. Instead 


of taking the lift, head past the Nitro Crates and roll along the sloped ledges to 
the Warp. 


EARTH HUB — LEVEL4 — WIZARDSAND LIZARDS 


Time to work some marsupial magic of your own as you battle spell-casting wizards, deadly bats, immov- 
able knights, and a fire-breathing dragon. 


LEVEL GOODIES B ENEMIES ЁШ TIME TO BEAT 


Purple Crystal * Wizards | @ Sapphire Relic: 01:15 


| * Knights | i К 
Clear бет Вав | Gold Relic: 00:45 


Relics * Dragon | @ Platinum Relic: 00:35 
Bonus Level | 


Death Route (Green Gem 


EARTH HUB — LEVEL4 = WIZARDS ANDLIZARDS 


Before getting medieval on anyone, you need to first clear the nearby crates, 
using the belly flop to finish off the Steel Crates. The nearby knight is more 
annoying than deadly, unwilling to let you pass, so you need to take him 
down before heading on to the wizard. 


Knight 
With the apparent motto of “None : 
Shall Pass," this knight won't budge. Wizard 
To make continuing in the level easi- 
er, you need to take him out, either 
by sliding or jumping on him. Don't 
worry about run- 
ning into him: it 
won't hurt you, 
but spin moves 
have no effect. 


Stay away from this guy's green spells, which will turn 
you into a bat faster than you can say "abracadabra." 
The marsupial-seeking spell 
eventually fades; you need to 
time it so that you run towards 
the wizard while the spell is 
chasing you, and take him out 
before he can cast another. 
Any ol’ attack will do. 


Bat 


These winged rats won't infect you with rabies or turn you into a vampire; 
they'll just take you down altogether. It's actually easier just to slide under- 
neath them, but for those bent on finishing them off, a spin attack or jump- 
ing on their little beady heads will do the trick. 


Once past the wizard, slide your way on over, under the bats and through the knights, until 
you reach the first Checkpoint. As you come around the corner, you'll notice the Bonus Level 
platform on your left. 


d di As soon as you exit this short hallway, a dragon 
comes crashing through the wall behind you and 
chases you down. Be prepared to start running 
and jumping to safety. 


EARTH HUB — LEVEL4 — WIZARDSANDLIZARDS 


Dragon 
There's no attack that'll take him down—not even a Bazooka. You just need to 
outrun him, jumping over the fiery pits in your path. You'll come to two _ 
Checkpoints that will give you a brief breather before you eventual- 
ly come to a breakaway bridge that'll leave the dragon stranded on 
the other side. 


Beating the dragon involves more memorization than any- 
thing else; you've just got to know when to jump. A couple 
of pointers: Don't worry too much about the crates as the 
dragon will take those down for you. Avoid the barrels; 
they don't break. And, even at the Checkpoints, don't get 
too close to the dragon because he can still kill you. 


may get cocky thinking you've finally bested the dragon, 
only to die falling from the bridge. 


| | Once past the dragon, there's a series of bats, knights, and crates 

that you need to get through. Simply slide under the bats, slide 

B into the knights, and break the boxes as necessary. Notice on 

| Crash’s left the Death Route platform right after you pass all the 
| bats and knights—if you make it this far without dying. 


Nitro Neatness 


| There will be plenty of times when you have a Nitro Crate on top of one or two normal crates. | 
If you want to claim what's in those crates, simply slide into them and under the Nitro Crates. 


At the end of the long hallway, you'll see a Nitro 4 

Switch Box and two wizards shooting their green E 
ipsis. You need to jump on the Nitro Crate 

without touching the 

| spells. Not only will 

| this detonate all the 

| Nitro Crates for this 

| level, but you'll blow 

| up the wizards as 

well. 


а аб Although the wizards аге 
destroyed, their spells may 
still be floating about, look- 
ing to turn you into a bat. 
Wait for them to fade 
before heading to the 
Warp. 


EARTHHUB — LEVEL4 — WIZARDS ANDLIZARDS 


The Bonus Level isn't too terribly difficult except for a few Nitro Crates that you 
7” must avoid. Simply stand still and jump over the boxes in your way, or walk under the 

suspended box. Immediately after that you'll notice two crates between two iron boxes. 
Опсе the wooden crates are destroyed, the top iron box will bounce on the lower box 
indefinitely. Get caught between them and it's curtains for you. The best approach is to 
destroy one wooden crate so that the stack can be jumped, and then once on the other 
side, smash the other one. 


Snagging the final 1-Up towards the end also requires a bit of planning. You 
can't merely clear the stack of boxes nearby because you need to use them as 
jumping off points in order to reach the 1-Up. It might take a bit of practice, 
but you'll get the hang of it. 


If you find that you're now in a position where there's no way you can reach 
that final box, go ahead and kill yourself by running off a ledge. Dying on the 
Bonus Level doesn't take away from any of your lives. Once you reach the 
end, you'll also notice that the total number of boxes destroyed on this Bonus 
Level is about 3 short, reading 19/22. Those three Nitro Crates you avoided earlier count toward 
this total. But don't worry about them; they'll be destroyed when you jump on the Nitro Switch 


DEATH ROUTE 


The Death Route here is tough. Not only do 
you have Nitro Crates, knights, and wizards, but 
you also have trap doors and a gauntlet you have 
to negotiate, if you want to find the Green Gem. 
To be successful, it's all about timing. Simply watch 
the various gauntlet obstacles to determine their timing, 
and jump or run when needed. Don't worry about dying 
here because you can repeat 
it as often as you want. 
When you die, you'll be r 
sent to your last Checkpoint. 


The Time Trial is nearly identical to the regular route, including all the knights, wiz- 
' ards, bats, and even that blasted dragon. You need to follow all the advice regarding : 
the level—and do it ten times faster! Don't stop at Checkpoints; 

don't waste time grabbing every box; and book it like there's — 
no tomorrow. 


EARTH HUB — LEVEL 5 — COMPACTOR REACTOR 


A runaway mine cart and a dangerous reactor plant are just a few of the dangers you'll face on this level. 
If you don't get blown up by the Nitro Crates, bombed by grenade-throwing bandits, or crushed by giant 
hydraulic hammers, then you're doing well. Just avoid the flaming rocks! 
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LEVEL GOODIES Î ENEMIES Ш TIME TO BEAT 


Purple Crystal Bombing Bandits [^] Sapphire Relic: 01:45 
Flame-Throwers l. 


Clear Gem @ Gold Relic: 01:05 


: Lab Assistants [ 
Relics | @ Platinum Relic: 0055 {| 


Bonus Level шшш БИЙИ саз 


Yellow Gem Path 


EARTH HUB — LEVEL5 — COMPACTOR REACTOR 


Ever drive a mine cart before? Well, you better learn quick, or you'll find 
that working with nitro can be downright deadly. Simply lean left or right to 
get the cart up on two wheels and avoid the obstacle, and do likewise when 
you want to smash a box of goodies. Which path do you take? Simply stick 
to the main track that your cart wants to automatically follow unless you're 
doing a Time Trial. It's the easiest and offers plenty of reward. 


You'll notice a blocked track with a Yellow Gem sign right before your 
jump. Don't worry about that one now; you need to get the Yellow 
Gem from Level 22, "Gold Rush", before you can get through there. 


As long as you make it past all the Nitro Crates, 
you'll come to the end of the track and be Bomb Bandit 
| ejected from your cart and into Cortex's Earth With an arm that never tires, this 
Research Base—and the first Checkpoint. Along guy will keep throwing bombs your 
with dangerous enemies (lab assistants mostly), way. Thankfully, he's very consistent 


you'll also have to con- 
tend with some dangerous 
machinery. The first thing 
you'll have to face are death- 
dealing screws. Simply time 
carefully to go under them; or, 
if you can't wait, slide/crawl 
underneath. 


and always throws them in the same 
spot. Merely go around; or time it 
carefully to get 
past him. Take 
him out with a 
spin move or 
jump on him. 


| Once past the bandit, break the boxes and head forward, watching out for the 
side-screws this time. Again, you'll want to simply time it or crawl underneath. 
Just watch out for the flame-thrower on the other side. 


у pF More screws, more boxes, and more bad 


guys. Be on the lookout, especially for any 


sort of black flooring. It’s usually a giant 
Flame Thrower conveyor belt 
Like a veritable lawn sprinkler, except with that will be 


carrying hot 
rocks or carrying 
you to certain 
death. Best not 
to dawdle too 
long on them. 


deadly green goo, this guy never 
stops, which means he's easy to- 
time. Don't get any of that stuff 
on you, or it's all over. Just work 
at getting past him, and then 

use your spin move on him. - 


EARTH HUB — LEVEL5 — COMPACTORREACTOR 


After passing the duo of bomber bandits but before you get to the hot rock conveyor, you'll 
notice a stack of boxes with TNT Crates mixed in. Be very careful, as there's a Crash Crate with 
a 1-Up in there. 


You'll come to the hot rock conveyor with 


a bombing bandit on the other side. Avoid Enemy: Lab Assistants 


the rocks at all cost as nothing will do Much like their bandit brethren, 


them in—not even a : 
except these bad guys wear white. 
bazooka. You need to Simple timing 


carefully time your jump 

at the beginning of the bobus x 
conveyor belt, away from | 

the bombs, but after the a a 
hot rock has just passed. а дА? Le 


f Make your way past the hot rock conveyor, the second conveyor, and the 
flame thrower; and you'll soon see a Bonus Level disc on your left. Hop on to 
grab the goodies. 


Bonus Levels are almost always located right next to a 
Checkpoint box. Do yourself a favor and smash the box 
first before hopping on the disc, just in case you should 
die on your way to the Bonus Level. That way you won't 
have to start from the last Checkpoint. 


After the Bonus Level, you'll come to the hydraulic hammers that'll smash 
| your marsupial mane into mincemeat. Worse, you also need to navigate the 
conveyors that run directly underneath and usually directly opposite the way 
ES you want to go. It's a simple timing maneuver. Just be aware of the deadly 

| neon rays on the other side, which require another timing maneuver. 


| The conveyor that pushes you right into the neon rays doesn't help 
_ matters, but you're best off simply jumping over them one at a time | 
_and controlling where you land while in mid-air. | 


= = е 


EARTH HUB — LEVEL5 — COMPACTOR REACTOR 


Past the bandit, it's more hammers and thena 
on and activate, as well as navigate. Use - - Switch Box that you must activate if you want _ 

the TNT Crate to activate those hard-to- to make it any A 
reach switches, and grab. your Aku Aku : further. It'll 
Mask and 1- "Up. Just don't get going too | turn on several 
fast as you'll - Bouncy Boxes 
quickly come that'll serve as a 

B across anoth- bridge to another 
| er bombing : platform and 

| bandit. another bandit. 


You' ve got several off-beat boxes to jump 


Each Bouncy Box can be bounced on five times before it'll break. 


Now it all comes together, with bandits, flame throwers, neon rays, and con- 
veyor belts. Time everything carefully, and make your way through it. Once 
on the other side, hit the Nitro Switch Box and see how well you did before 

you head into the Warp. 


BONUS LEVEL 


This is the first of many Bonus Levels that will make you want to tear your mar- 
supial hair out. While it starts out simply enough, things quickly become complicat- 
ed. You'll come to an Iron Spring Crate that'll take you to raised crates of Nitro, TNT, 
and regular boxes. You need to carefully land on these raised crates, 
set off the TNT Crate, jump over the Nitro Crates, land on one of the 
regular crates, and immediately jump up to the 1-Up—if you want to 
clear all the boxes on this level. 


Otherwise you can just get across in one piece. Jump up the Bouncy Crate 
bridge to the next platform, trying not to land on the TNT Crates if you 
can help it. Jump over the stack of boxes, and you'll see a 1-Up mixed 
amongst the Outline Boxes. Grab it, and then go back and activate the 
TNT Crates. Set off the final, newly-appearing TNT Crates, jump to the next platform, and 
then get back on the Bonus Level disc. 


EARTH HUB — LEVEL5 — COMPACTORREACTOR 


Remember when you were in the mine cart and saw the sign with the Yellow Gem on it 
that you couldn't get to? Well, that's where the Yellow Gem Path is. But you can't get 

there until you complete the Death Route on the Level 22, "Gold Rush”. Once you com- 
plete that Death Route and get the Yellow Gem, you'll be | 
able to come back here and finish the Yellow Gem path. = 


Right now, the sign will be gone, and you'll be able to 
veer right. All that you have to worry about now is avoid- 
ing the Nitro Crates. No small task this, as there's a ton of ` 
them, and it will take you several tries to 
succeed. But as that old saying goes: 

“Try, try, and try again." 
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Like previous Time Trials, you'll meet all of the enemies, ten times as fast. You may 
want to try your luck at alternative track routes as they offer ipnger Time 
Boxes but with the greater risk of hitting a Nitro Crate. But 
other than that, there's no shortcuts that you don't already 
know about. 


EARTH HUB — ROK-KOBOSS — RUMBLE INTHE ROKS 


Remember all that time you spent rolling around in that hamster-ball 
in Level 3? Well, now you get to put it to good use, battling Rok-Ko, 
the Earth Elemental Mask. 


This Boss Level takes place in a circular bowl-like arena. Rok- 
Ko is encased in an impervious rock shell, while you're encased 
їп a rather flimsy Atlas Sphere. In this arena are several boul- 
ders. Each time you or Rok-Ko touch one, it becomes that 
player's for a short period of time, or until they're tapped by 
the opposing player. How many of these boulders you need 
A claim as yours within that short period of time depends on 
ке -— - what round it is. 
The first round requires you to get two boulders. Once done, you'll see Rok-Ko 
shaken and watch his health drop as he attempts to regroup. The next round 
requires three boulders, and the next four. In case 
you forget, you can tell by the boulders up at the 
top of the screen, which also shows the progress 
of you and Rok-Ko. 


Watch out for Rok-Ko as he'll try and take you 
down by running you down. The more dead-on 
he hits you with his sphere, the more damage it 
does to you. When your health is depleted, you 
must start completely over; so stay out of his way! 


If Rok-Ko is off the screen, use the radar in the upper right to locate him. 


If you defeat Rok-Ko, you'll be awarded a new 
power for Crash: Tip Toe. Use the L2 Button to 
step around sneakily. 


The natives are restless, and they've got Bandicoot on their menu. You're deep in the heart of a rainfor- 


est with a populous of natives with spears, runaway rhinos, and tricky crate maneuvering. But at least you 
get to drive a Jeep! 


ENEMIES | 


Purple Crystal [ | Natives with Spears |. Sapphire Relic: 02:00 


Clear Gem [ | Runaway Rhinos [ Gold Relic: 01:20 


Relics 


Bonus Level 


— EET 


Enemy: Natives 
Armed with a spear (no doubt poi- 
son-tipped), this restless native is 

‚ eager to turn you into а “crash-ka- 
bob.” Simply — 1 
jumping on 
them or using a 
spin move works | 


great, as long as | 
you stay away | 
from that spear. | 


ll, More natives—a 


| pair of them this 
| time. Much like 
| your bombing 
| bandits from the 
previous level, 

| these guys are 
-- ~ incessant but 
consistent. Simple timing and jumping will 
keep you out of harm’s way—or just hug the 
right hand side to sneak up on them. 


After the first Checkpoint, proceed cautiously as there’s a pair of natives just 
past the Aku Aku Box. A simple timed jump will launch you to safety, where 


you can snag a few more boxes. 


ended 1-Up box. 


After you d forward, picking up fruit and smashing boxes, you'll quickly 
come across a bridge with a pig-tail wearing native on the other side. You 
need to carefully time the spears he's throwing, so that you can get past 
without getting skewered. Better yet, hop to one side, sidle up next to the 
native (check out those groovy shorts), and take him down. 


Continue on clearing boxes and avoiding Nitro Crates. 


efore going over that small, harmless ledge, be sure not to miss that sus- 


You'll come to a stack that features a Slot Box above a 
TNT Crate. Jump onto the 
Bouncy Box and time it so 
that you.can jump over 
and grab the Slot Box 
when it turns into a Crash 
Crate. Activate the TNT 
Crate and make tracks. 


| Continue to smash, crash, and 

, dash your way through the 

| level, watching out for Nitro 
Crates, as well as important 

| Nitro Switch 

| Boxes. Around 

- — the corner, you'll 
see another native. Take him out and head 
towards the first Checkpoint. 


_ After a few unusually placed boxes, you'll notice - 
| Some ruins on your right that seem to house some 
Outline Boxes as well as several Nitro and TNT Crates. 
Usually, the Switch Box is located before the Outline 
. . Boxes, but not in this case. First, activate a TNT Crate 

.. So that you can clear the area, and then head down- 
stream a bit and you'll | - 
find the Switch Box. Wt 
. Return, and you'll see 
... two hidden Crash 
Crates. Navigate your 
way through to get 
two more lives. 


all ledge is a stack of 
nixed in with Steel 
s. After using them 


can be smashed 
before following the 
fruit downstream. 


m Further downstream, you'll 

| come across a host of good- 
ies: the next Checkpoint, the 
Bonus Level disc, and a Jeep. 
After doing the Bonus Level, 
hop on into the Jeep and let the wild 
ride begin. 


Runaway Rhinos 


Sometimes, running is better than fight- 
ing, and this is definitely one of those 
times!. You can’t 
take out the rhi- 
nos, so you can 
only try to make 
sure that you 
stay ahead of 
them. 


To stay one step ahead of the rhinos, you need to 
follow the fruit. Try to keep your Jeep on course to 
follow the trail of fruit, which will take you to every 
necessary jump and steer 
you clear of the dangerous 
Nitro Crates. Eventually, the 
rhinos will veer off course ' 
and leave you a brief respite | 
to gather your thoughts. 


Like the dragon in Level 4, the rhinos will 
take care of most of the boxes for you, if 
you're trying to clear the level. The only one 
you have to worry about is the one found 
above the third ramp. 


Just when you thought you were safely in the clear, the rhinos appear again. 
Just keep following the fruit. Eventually, you'll come to the end and be eject- 
ed from the Jeep. Continue forward across the bridge, and activate the Nitro 
Switch Box and see how you did. If you cleared the level, you'll see a Clear 

Gem. Otherwise you'll have to be content with a Purple Crystal. 


WATER HUB — LEVEL6 — JUNGLE RUMBLE 


Jumping from leafy platform to leafy platform, clear the boxes until you 
reach the suspended Switch Box over the TNT Crate. Yes, you need to jump 
on the TNT Crate so that you can activate the Switch Box. Get out of the way 
fast, and then smash the newly formed boxes—including a Crash 
Crate. 

The next series of boxes is a bit trickier: several TNT Crates and a 
Nitro Crate. Just jump on the TNT Crate to activate it and then jump 
clear of the Nitro Crate before everything blows. For the long row of 
suspended Nitro Crates, you need to Tip Toe (L2) all the way across. Do 
not let go until you've safely landed on the TNT Crates. Once done, 
activate them and get out of the way. 

Head behind the waterfall to grab all the goodies, and head towards the Spring 
Crate. To activate the TNT Crate, you need to slide under it or carefully smash 
the Spring Crate without also smashing the TNT Crate. The rest of the level is 
relatively easy. 


BONUS 


For the Time Trial, don't try anything too fancy. Just stay on the 
path and don't veer off too far, even if it looks like there's some 
inviting Time Boxes. Stay out of the way of the native's spears 

and stay ahead of the rhinos, and you'll do fine. 


WATER HUB — LEVEEZ — SEA SHELL SHENANIGANS 


lO 


LEVEL GOODIES ШЕ TIME TO BEAT 
@ Purple Crystal Jellyfish @ sapphire Relic: 01:23 


Numerous Fish Р 
@ Clear Gem à @ Gold Relic: 01:07 
Mines 


e Relics Scuba Divers Ге) Platinum Relic: 00:52 


-. You may think there's no marsupial like you when it comes to maneuvering 
` on land, but underwater is a completely different kettle of fish. Before head- 
ing too far, familiarize yourself with your controls, especially spin, which for 
the time being is your only mode of defense. 


. Migrating fo 
.. unknown, th 
- guys are bad 


Unfortunately, 
your only protec- 
tion is to spin your 


way through 
them. 


underwater. 


avoided, but if you 


can't, just sp 


way through them. 


Jelly fis 


r parts 
ese 
news. 


Ferocious Fish 


One of several deadly 
fish you'll encounter 


Best 


in your 


© PF Be careful about spinning too 

enthusiastically past the jellyfish as 
there’s another equally dangerous 
fish waiting just on the other side. 


Take things slow. There's lots of other fish in 
these parts, and you don’t want to be swimming 
too enthusiastically right into them. 

Start at the top and 
slowly move up and 
down, looking for 
fruit and important 
boxes. 


You'll notice several boxes barely concealed by plant life. Before you 
go and plow into them, make sure they aren't TNT Crates first. 


You'll want to stay as high up as possible, for reasons that will quickly 
become apparent. One of the most dangerous items here is the mine, which 
drops whenever you get within close proximity. By staying at the top, you'll 
see the mines before you get caught by surprise. 


trating enemy in the level, not only because they're 
ause they hide well and manage to pop up when you 
m the top and are triggered by proximity; so your 
im at the top of the screen, wait for the mine to 

ry a spin attack; it won't work! 


Enemy: Frogmen 

These human scuba divers apparently haven't 
caught their bandicoot limit and are eager to 
spear you if they can. If you see one, spin 
attack before he can 
harpoon you; or sim- 
ply get out of his 
direct line of sight. 


Continue on, smashing 
boxes, picking up Aku Aku 
Masks, and other assorted 
goodies. Just keep a watch 
out for any fish or frog- 

men that happen to сгоѕѕ 
your path. 


| You'll eventually come to a glass tube. Proceed with caution as 
there's a frogman at the end at the first Checkpoint. There's also a 
mine here, so be careful. 


Once past the first 
Checkpoint, you'll enter 
another glass tube, this 
one vertical. Descend 
and take out the boxes ! 
and fruit you find along A 
the way. Just be pre- 


pared to meet up with a 
fish at the bottom. 2720. 


You're going to drift towards your left, snagging all the goodies hidden behind 
the plant life at the very bottom. As you head left, watch out for the frogman 
waiting for you. You'll come to a Bouncy Box. Lightly tapping it by swimming 
into it will release its fruit. 


Here's where things get downright diabolical. As you pass the archways, you'll 
notice a lot of plant growth near the top of the screen. It's vital that you slowly 
work your way through there as there are many mines hidden throughout. 


Once you're certain a mine has detonated, go ahead and grab the boxes wait- 
ing below. 


SHENANIGANS 


Eventually you'll come to 
another vertical glass tube. 
Head down, grabbing the 
fruit and boxes, and get ready 
_ for the ugly fish waiting below. Onc 
you've exited, drift созан 
towards your left. You'll al - 
notice a couple of TNT 
Crates that you need to 
tap gently by slowly 
swimming into them to 
activate. Then head to the 
next Checkpoint. 


For goodness sake, never spin into a 
TNT Crate. Just use your X Button to 
gently swim over and tap it on the top 
to activate it. 


As you head to the right, you'll come to a 
blocked passageway. You need to set off 
one of the TNT Crates to explode your way 
through. Head through the newly cleared 
path, watch out for the fish, and swim into 

another glass tube. Be very careful once this 

horizontal tube reaches a vertical joint: There’s 

a mine there! 


More jellyfish, but this 
time, you need to 
shoot them to clear a 
path. Just be careful 
once you get past 
them, as there's a 

| mine just on the other 
|| side. Drift up and skirt 
the ceiling, watching 
out for more mines. 


Instead of heading 

|| down, you continue to 
your right where you 
now get your own sub- 
marine. And the best 
part: It's armed! Take a 
minute to figure out 
your two weapons, and 
then head right. 


For good measure, fire off a round every couple seconds. You're not going to run 
out, and you may just hit a few fish before they have a chance to get you. 


Continue on, 
making your 
way past the 
ascending jelly- 
fish until you 

come to another © 
vertical tube. 


Keep in mind that you can also drop 
bombs from your underside, which is 
great when trying to get past the ascend- 
ing jellyfish. 


escending with abandon because there re dan- 
2. Instead, drop several bombs to clear your path, 
nd, keeping an eye out for Nitro Crates until 
at the bottom. b. v : 


Head left, quickly taking out the frogman before he can __ 
spear you. You'll come to a complex stacking of crates, 
both Steel, wooden, and even Nitro. You need to care- 
fully drop charges in order to se cS 
off the Nitro Crates and чала 

smash the wooden boxes 
that you can't get to. The 
same goes for the huge 
stack of Steel Crates that's 
obstructing your path. Set 
off the Nitro Crates to 
make room for you. 


Carefully head into the vertical tubing; more 
mines here await! Slowly make your way 
through the first tubing, nail the frogman on 
the other side, and then enter the final tube. 
Watch out for the 
fish, use a bomb 
to activate the 
Nitro Switch Box, 
and then head on 
into the Warp. 


Truly, you don't have time to take your time. You need to spend the majority of your 
swimming by spinning. And instead of hugging the ceiling, you're better off skirting 
the bottom so you can make it past the mines before they can float 
down and nail you. Spinning your way through the course also 
ensures that you won't be hurt by fish or frogmen. Once you get 
to your submarine, stay low and keep your finger on the fire 
button, trying to nail as many Time Boxes as possible. 
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LEVEL GOODIES | 


Purple Crystal 
Clear Gem 
Relics 

Bonus Level 


Red Gem Path 


ENEMIES 


Cranes 


Ninjas 
Geckos 

Gong Men 
Jumping Fish 


TIME TO BEAT 
@ Sapphire Relic: 01:30 
@ Gold Relic: 01:00 

@ Platinum Relic: 00:45 


Just ыл t's ae doesnt mean they're 
going to take it easy on you. You first must 
quickly master jumping 
from platform to plat- 
form, watching out for 
jumping fish and peck- 
ing cranes. 


Crane 


This extremely annoying bird likes to poke 
his head where it doesn’t belong, which 
means he'll knock you off course whenever 
try to jump if given half 
a chance. Your best bet 
is to jump as far away 
from that beak as possi- 
ble, waiting until he's 
just stuck his neck out 
before making a leap. 


As you continue your 
way through the series 
of platforms, they'll get 
increasingly difficult. First, 
they start off stationary; then 
they start retracting once you 
land on them; then they're 
constantly moving. Keep on 
your toes as you continue to 
the first Checkpoint. 


Dr Watch out for the jumping fish. Before leaping from 
one platform to the next, make sure that the fish 

has just jumped; otherwise you'll find yourself out of 
commission when you go to jump and get nabbed. 


ANZAIBONSAI / 


Once past the series of 
__ jade-colored platforms, 
. you'll find yourself а 


You know he's 
nearby by that 
annoying knocking 
sound he makes. A 
spin attack or 
jumping him 
makes quick work 
of him. 


_ gecko, who's easily dis- 
posed of. Jump past the 
crane, set off the TNT 
Crates, and then head 
through the hole towards 
the maze. 


И The maze is actually not too complicated; 
the most difficult thing is the enemies you 
have to face off. Dawdle too long, and the 

ninja will have 

ample time to throw 
his knife in your back. 

Make your way through 

the maze, laying waste to 

geckos, ninjas, and boxes, 
then on to the next 

Checkpoint. 


. е 

Ninja 
These knife-throwing purple gladia- 
tors can take you 
down from afar 
but are pretty 
slow. As soon as 
you see one, book 
it up close and use 
a spin move. 


Heading right, you need to jump 

across the small pond. Make 

sure to time it so that the fly- 

ing fish doesn't jump up to bite 

you. Smash the boxes, and then 

quickly head right to take out the ninja 

and two geckos. You'll also see a giant Red Jump over to the rotating platform, and 

Gem here if you completed the Death Route in smash the overhead boxes. To jump to the 

Level 21, "Crash and Burn." Otherwise, you'll just next platform, you need to carefully avoid 

see a red outline. the crane because if 
шш you jump too close 

to him, he'll nail you 

every time. It's best 

to jump as far away 

as you can but close 

enough to still 

make the distance. 


you to jump to the next one, so be quick on the jump button, “~~ 
while watching out for the fish. Once at the stable platform, take T » x 

a deep breath and try not to panic with all the Nitro Ў. 

Crates nearby. P — A 


The next pair of platforms are tricky as they only stay afloat long enough for 


Along with the Nitro Crates, there are also trapdoors nearby—the 
purple floors with the fruit on them. You're simply better off try- 
ing to get through here as quickly as possible, never pausing long 

enough for the floor to give way. Hop, skip, and jump your way to 

the next Checkpoint. 


Gong Guy 
They don't do much but 
bang a gong, so it natural- 
ly doesn't take much to 
take them out. A simple 
spin kick is all you need. 


Past the gong duo, you'll notice the Bonus 
Level disc to your left. Once that's out of the 
way, head to the 
Iron Spring Box 
and jump up to 
the trampoline 
roof. 


< 8 Careful оп the Iron Spring Crate as it’s 
pen annoyingly easy to miss your mark and jump 
right into the water. 
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The rest of the level is pretty ela Пола, 
the next platform, youneedto _ you simply utilize all the skills you've mastered 
scoot as close to the edge as you © so far on this level. Jump from a to plat- 
possibly can without falling off, form, smashing а 
and then leap for it. Кер is from crates, setting off 
platform to roof, i the appropriate 
timing the fire TNT Crates, and 
lamps, until you working your way 
make it to the to the Warp. 
next Checkpoint. 
(Watch out for 
the Ninja!) 


This Bonus Level a series of jumps, utilizing wooden crates to jump to the 
next higher crate. Miss one and you'll have to start over, if 
you want to clear all the boxes. The trickiest part of the Bonus 
Level is where you must jump from a wooden crate resting atop a 
Nitro Crate onto another platform with two stacked crates right in 
your way. To get past this, you must jump and then use your spin 
move to knock the boxes out of the way. Just don’t get too excited 
and spin kick your way right into the TNT Crates on the other side. 


To access the Red Gem path—near the pair of geckos and ninja, 
before the rotating platform—you must complete the Death Route 
in Level 21, “Crash And Burn.” There’s nothing along this path that 
you aren't thoroughly familiar with by now. Just take your time. 


For the Time Trial, you don't even have to worry about the 
jade platforms as there's usually a stationary Time Box there, 
enabling you to jump from box to box on your way through 
the first part of the level. For the rest of the level, proceed 

through it as you did before—only faster. 


WATER HUB — LEVEES НАТ SINKING FEELING 


Coco has built a new flying vehicle for Crash: an armed firefly with a guided missile launcher that'll shoot 
down enemy planes, take out the AA gunnery sites, and sink the battle ships. It’s up to you to take out 


the 6 battle ships bombarding the island while avoiding enemy fire. 


LEVEL GOODIES Ell 


@ Purple Crystal | 


e Clear Gem 


| 
| 
| 
| 
| 


ENEMIES 


| ° Enemy Planes 


e АА Gunnery Sites | 
ш 


TIME TO BEAT 
[^] Sapphire Relic: 03:30 
@ Gold Relic: 02:20 

[^] Platinum Relic: 01:10 
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. The key to success is knowing how to operate your artillery. To lock onto a 
` target, tap the X Button (or get the object squarely in your sights), until you 
see a green circle on one of the six ships. Now hold down the X Button for 
several seconds until you see and hear that it's locked onto your target. 
Releasing the X Button will now launch a missile to that target. 


M pt —-— unm The best way to navi- 
ircrd gate this level is to 
Much like Level 2, you circle the island, lock- 
... have to avoid enemy ing and launching on 
. aircraft at all costs. the ships as you go. 

` They're too fast to get a. M Each ship takes three 
lock on, so it's best to hits before it sinks. 
try and stay out of their The bottom of your 
fire and definitely out screen keeps a run- 
of their path. ning total. 


AA Gunnery 
This land-based (er, water-based) 
weaponry fires at you from below. You 
can lock onto them with your missiles if 
you like, but don't spend too much 
time worrying about them, because you 
may run out of 
health before you 
run out of targets. 


To collect a Clear Gem, you need to clear all 
the hot-air balloons by plowing into them, 
ultimately smashing the boxes they're carry- 
ing. Again, don't wait too long, or you may 
find that you're out of 
health or have missed a 
balloon that's already 
landed. 


Once you clear all the ships, the level ends, and you get a Purple Crystal. If 
you clear all the crates and balloons, you'll automatically get a Clear Gem 
and can continue sinking ships. Get the Clear Gem first. 


a 


To get through this Time Trial, you have to take out the ships 
faster than normal while enemy fire is constantly raining down 
on you. Keep in mind that the normal crates and balloons have 
been replaced with Time Boxes that you'll want to grab whenev- 
er near. Always keep an eye on your health too, as it won't do 
you much good to go at it in record time only to blow up 
before your final ship has sunk. And, if you can target a battle- 
ship and release the shot before hitting the stopwatch, you'll 
save about 2 seconds. 


| 
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It's déjà vu all over again, but this time you get to start out in your armed 
sub. Drifting to your right, you need to grab the fruit, boxes, and whatever 

` other goodies you find, while keeping your finger on the trigger to take out 
various aquatic wildlife. Oh yeah, and watch out for those mines! 


я 


=. pr Don't try and tap the TNT Crates in your sub; 
you'll just explode them. Instead use your bombs 
to set them off. 


ke your time, watching out for those mines hidden towards 
e top of the screen. Frogmen, sharks, and other dangerous 
undersea dwellers will try to slow you down as well. Just keep 
firing until you reach your first Checkpoint. 


The vast majority of boxes (or at least 


| it seems like the vast majority of Surely you recognize that sound: It's another 
boxes) for the next section are clever- bomb-throwing lab assistant! Carefully navigate 
з ly concealed explosives, lying in wait the boxes and time yourself so that you can 
behind the oceanic flora. You're much avoid being blown up and take him out. Don't 


better off merely drop- 
ping bombs on any 
boxes you can't identify 
with absolute certainty. 
Continue on, taking out 
more fish and frogmen 
until you finally reach 
the surface and your 
next Checkpoint. 


worry, the blue 
water won't hurt 
you; it's the green 
stuff you gotta 
watch out for. And 
speaking of which.... 


{ You need to avoid the green liquid (green liquid is never a good 
sign in video games) by carefully leaping from box to box. Avoid 

the live power cables too. As you make your way, watch out for 

с the flamethrower waiting for you at the other end. Once past him, 

you're at the next Checkpoint. 


You'll come to a row of Nitro Crates with 
bomb-throwing lab assistants on the other 
side. Sure it looks intimidating, but it’s really 
_ pretty easy, especially if you look to where the 
assistants are throwing their bombs. Just hug 
the left side, leap over the Nitro Crates, and 
take out the assistants. 


to your right, past the flopping ; 
fish, more bomb-throwing grunts, 
and into another tunnel. 


Sure, you could time your way 
through the lasers, but why do 
that when you can simply crawl 
under them? Don't worry, the 
water won't hurt you—it's clear! 
Once past the lasers, activate the 
Nitro Switch Box, grab your good- 
ies and enter the Warp. 


y This is a surprisingly straightforward Bonus Level, consisting mostly 
of well-timed jumps. The one tricky part is the long row of Nitro 
Crates. You must negotiate these—don't explode them until you're 
safely past them—if you expect to make that really loooong jump. 
Time to pull out your special Tip Toe skills. 


To make it through this Time Trial, do everything you would normally do, only faster! 
But seriously, there are no special tricks to this level; just keep 
your eyes peeled for Time Boxes. And like the previous water 
level, stay low and fast to avoid the falling mines. 


This Boss level will seriously make you reconsider picking up underwater 
basket-weaving as a hobby—a hobby that is infinitely easier than this game. 
Without question, this is the hardest boss to beat in the game. 


How To Beat ‘Em 


Wa-Wa, the Water Elemental Mask, has merged 
with Crunch to become a true water-borne night- 
mare. He has two dangerous moves: a low attack 
and a high attack. You'll need to defeat him four 
times to completely beat him and get the Super 
Double Jump special move. 

There is no special move or secret to beating this boss, 
except for jumping and crouching. It's all about timing, but 
be prepared to lose a lot of lives trying to master that tim- 
ing. Here is one way of doing it: 

As soon as you get control of Crash in the first stage, run 
and jump to the first and then to the second platform. Wait 
at the second platform for the low attack, jump it to the 
third platform, and without pausing, jump to Wa-Wa and spin him. 

In the second stage, as soon as you knock him down, run and jump to the first plat- 
form, wait for the low attack, and jump it as you jump to the second platform. Wait 
there and duck under the high attack, then jump to the third platform. Wait there 
for the low attack, jump over it, and then spin Wa-Wa. 

In the third stage, immediately run and jump to the first platform, wait for the low 
attack, and jump over it to the second platform. Wait here and duck under the high 
attack. (Don't worry about the bubble attacks; you can run right through them.) 
Then run and jump all the way to Wa-Wa and spin him. 

In the fourth stage, again, immediately run and jump to the first platform, wait for 
the low attack, and jump over it to the second platform. Then without pausing, 
jump to the third platform. Wait here and duck under the high attack, then jump to 
Wa-Wa and spin him. 


Mew Power 


If you defeat Wa-Wa, you'll be awarded a new 
power for Crash: Super Double Jump. Press the 
X+X Buttons at the top of the first jump. 
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You're back in a castle, but here danger comes from inanimate objects 
more than the wizards and other enemies crowding the place. Carefully grab 
the first few boxes and then jump to the next ledge near the knight. 


а Notice the wooden flooring right before the knight. 
It's divided into two pieces and has what looks like 
giant black latches on it. That's a trapdoor. You can 
jump on it, as long as you stay on only long enough 


to jump off. 
To get to the knight, you can jump quickly Continuing on, watch for the trapdoors and 
onto the trapdoor then quickly jump off, the Switch Box that will activate a Steel 
or simply use your new Super Double Jump Crate bridge that you'll need to cross the 
ability. On the yawning chasm 


before you, which 
in turn takes you 
to your first real 
gauntlet obstacles. 


ll other side, slide 

1 tackle the knight 
| | to send him off 
into that good 

| night. 


The swinging blades are simple; just time their movements and 
move in between. The next section is trickier because you must 
ascend the stairs while avoiding the fiery pit below. Make it and 
you're at the first Checkpoint. 


Hammers eager-to-pound you await 
next, but like everything else in the 
gauntlet, it's all about timing. Head 
past them, then 

jump on the TNT " s d 

Crate to grab the = , Tr Hammer Time 
goodies. Just get : e 

out of the way 

before it goes... 
kablooeey! — . 


| Here's a simple method for getting past 
; hammers or any other gauntlet object 

| that won't kill you just by touching them: | 
| Wait until it's dropped, then push Crash 

| right up to it. As soon as it lifts out of the 
_ Way, you can dash through. | 
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ext platform watch for falling, fiery rocks. Wait till 
they pass, and hen) jump to the next, constantly moving platforms. You'll 


come to a Bouncy Box with a ton of goodies beneath it. Don’t forget to 
grah them. 


Smash the three boxes 
on the next platform— 
that's three altogether, 
hidden behind the pil- 
lar. And time yourself 
to make sure you get 
past the slamming 
gates. 


The next section is tricky because you've got a ton 
of Nitro Crates right next to a giant Crash flatten- 
er. You need to carefully land on the moving plat- 
form directly above the Nitro Crates and then 
either jump in 
between the boxes 
and the flattener or 
jump past it when 
the flattener's in a 
safe position. 


| Approach the tall stack of boxes with the TNT 
Crate in the middle. There's no way you can 
Double Jump up to the 1-Up, so you need to 

slide into the boxes, taking out the lowest 
one. Then Double Jump to the 1-Up, activat- 
(ing the TNT Crate and taking out all the 
boxes behind you. 


The next set of boxes rests on a ledge with Wumpa Fruit guiding 
| you down to the Bonus Level. If you land squarely on the disc, 
you've got no choice but to go; but if you clear it, hit the 
Checkpoint box. 


q 


or Be careful when jumping onto this Bonus Level disc, 


к because опе wrong move could send you over the 
edge, which is why you should try to smash the 
Checkpoint box before approaching. 


Now you come to the truly dangerous 
obstacles. You could time your way 
through the spinning _ 
blades, but you're much _ 
better off crawling under- - 
neath. The same can be said - 
of the next set of spinning © 
spikes; don't crawl entirely _ 
underneath them, but navi- - 
gate between them m 
crawling. : 


Be careful of the numerous 
trapdoors here. They're 
obviously marked, but still 
easy to forget about. 
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It's too hard to crawl past the spinning spiked Once past the second set of spinning 

balls, so you need to time it so that you can blades, you'll come to another stairway. 
clear the trapdoor — : If you made it 

and land at the || this far without 
right moment to dying, you 
| clear the obstacle. B should see a 
B Continue forward, Death Route disc 
| jumping, and = on your right at 
ducking wherever EE the base of the 
ja necessary. stairs. 


. Head on up the stairs until you come to a large block of Steel 

Crates with a 1-Up underneath. Go ahead and grab that box 
underneath; it won't collapse. Just watch out for the wizard's spells 
that'll seek and destroy. Take out the wizard and head on to the 
next Checkpoint. 


Washed-Up Wizard 


| An even better approach is to jump on top of the Steel Crate 
! block, jump down to take out the wizard, and then slide 
underneath the block to grab those boxes. 


Continuing on, you need to activate the 
TNT Crates before jumping to the next Smash and grab your way to the next flight of 
ledge, smashing and j stairs, watching out for the sliding spiked gates 
jumping until you that'll push you 
reach the giant fire- off the ledge. 
place and rubber Time your way 
smasher. Time your up the stairs and 
way past these up to over to a ledge 


the next stack of TNT overlooking 
Crates. another sliding 
spiked door. 


You need to jump onto the door, and then 
jump again to the next platform so that you 
can activate the Switch Box there—it'll give 
you two 1-Ups. 
Once that's 
| done, clear the 
area, and then 
jump back and 
take out the | 
boxes below 
the ledge. 


Make your way past the 
masher, activate the Nitro 
Switch Box, and head © 
towards the Warp, making. 
sure that you watch for the 
drop right before it. 


FIRE HUB — LEVEL1I — THE GAUNTLET 


A DEATH ROUTE — 


Taking the Death Route gets you a Purple Gem, 
which will give you access to the Purple Gem Path 
in Level 17, “Droid Void.” Here, are mustered all the 
most horrid contraptions from the level. Remember, 
um you need to crawl through most of these, 
unless you're timing is exceptionally good. 
You'll see throughout the level sides that 
are lined with Nitro Crates. Don't 
worry—they're decoys. They won't hurt 
you; in fact, they can't be blown up at all 
from here. 


When you come to a seemingly impossible jump, such as one that'll land you right 
into some spinning blades, try to land in a corner or to the side, just out of reach on a 
little spot that gives you enough room to assume the crawling position. 


| Super Belly Flop 


M , In addition to getting the Purple Gem, you also 
me Y We receive a new power when you complete this Death 
= 6 Route: Super Belly Flop. 


As far as Bonus Levels go, this one’s pretty straightforward. You need to be extra 
cautious with the Bouncy Boxes as the two rows of suspended 
mayhem could bounce you right into the pit. You're better off 
jumping up and taking out the top row of Bouncy Boxes before tack- 
ling the one below. You'll also need to utilize the TNT Crates in order to 
ump your way up high enough to activate the Switch Box, which will 

@ build a bridge of crates to the end of the Bonus Level. 


a 


For this time trial, you need to get through a lot faster than crawling, which will take 
plenty of timing on your part. Just watch for Time Boxes wher- 
ever you go, and don't slow down for crates. 


FIRE HUB — LEVELI2 — TSUNAMI 


This level sees Coco by the sea—an Asian, seaside village that is. She'll run through a fish market avoiding 
being run down by rickshaws, motorized delivery carts, and flapping fish. Eventually, Coco jumps onto 
small fishing boat to a dock, where she'll find a scooter that'll hopefully be able to outrun a killer tidal 
wave. If you hold the € continuously, Coco will go her fastest through the level. 


LEVEL GOODIES ENEMIES TIME TO BEAT 
@ Purple Crystal Flopping Fish @ Sapphire Relic: 01:30 
Clear Gem Oriental Transport ә E i 
Relics Ninja эы. 
[^] Platinum Relic: 00:40 
Bonus Level 


Blue Gem Path 


Hidden Clear Gem 
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You’ re in an. oriental village, so you need 


to be on the lookout for the various Oriental оно 


transportation 

vehicles that'll You need to be on the lookout 

slow you down for rickshaws and motorized 

(actually, they'll vehicles. No spin moves or 

kill you). As you jumping on them will take 
them out. The only good 


head forward, : | 
EU out far strategy is avoidance. 


rickshaws and 
motorized 
delivery carts. 


Head towards the first stack of boxes, making Continue on, grabbing your Aku Aku Mask, 
sure that you hit the Switch Box. Now look over smashing several boxes, and picking up fruit. 

| to your immediate Look out for the first 
right. That’s where motorized vehicle, 
the Outline Boxes hugging the right of 
were, and that's the screen to stay out 
where you'll find of his way. 
|a 1-Up. 


You'll reach the end of the path where you must turn left. Notice the first of 
many flopping fish on this level. Get past him by using your spin kick; if you're 
really good, it'll take out the second fish as well. 


Flopping Fish 
This baddie 
can be taken 
out one of two 


ways: either 

ad dei i Take out the several flopping 
n ds a fish, smash the boxes you 

үйл encounter, and finally finish off 


the ninja before 
reaching your first 
Checkpoint. 


sidering how hard it is to get 

the height necessary to land on him, 
you're better off using your spin 
move. 
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© There's another flopping fish in a 


boat, but considering that you : - 
have a superior height, go ahead Here you'll find the Bonus Level disc and a stack of 


and simply jump attack him. Just — boxes directly behind you. Before you get on the disc, 
you should grab the Aku Aku Mask behind you. Do 
this by carefully spin breaking one of the lower boxes. 
This will probably acti- 
vate the TNT Crate, so 
you need to quickly 
jump on top and grab 
the Aku Aku Mask 
before getting in the 
clear. Now hop on the 
Bonus Level disc. 


don't try to get 
fancy by making 
it off the boat 
with the same 
jump you used to 
kill the fish. 


After finishing the Bonus Level, continue left, jumping 
on the fish and eventually reaching a scooter. Be ( 
warned that as soon as you hop on that scooter, C 
it'll trigger a tidal wave that you must stay ahead (77 
| of, just like the runaway rhinos. 


| Again, the key is to follow the fruit, while 6 
|| holding down your analog stick, of course. < 
Don’t hesitate for anything; just swerve out of 

the way. Watch for Nitro Crates, barrels, and worse, frus- 
tratingly slow vehicles. You'll encounter two: one that'll end up turning left 
and another turning right—usually right in front of you! 


Hiding Boxes 


If you're intent on getting all the boxes, watch for the two short path- | 
ways immediately after the first orange vehicle. The one on the left 
| has a Nitro Crate while the one on the right has a hard-to-reach box. 


Eventually, you'll come 
to safety (signaled 
when you 
get thrown 
unceremoniously 
from your scooter) 
and your next  — 
Checkpoint. 


As you head to your right, you'll notice one of two 
things: either the outline of a giant gem or an actual 
giant Blue Gem itself. If you completed the Death 
Route in "Arctic Antics" and received the Blue 

Gem, it'll open up yet 
another level. Hop on 
the gem for more 
adventures. 
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Continuing on, simply hit the Nitro Switch Box, see how you did, and step on 
into the Warp to complete the level. : 


As mentioned earlier, if you completed the Death Route in Level 1, 
"Arctic Antics," and grabbed the Blue Gem, you'll be able 
to ride this Blue Gem near the end of this level. It'll : 
take you to another section that will test your abil- ES 
ity to jump and avoid taking a spill into the canal. 
(At the end of this path is a Hidden Clear Gem.) 


The first tricky move in this Bonus Level also happens to be with the first set of 
boxes. You'll see an Iron Spring Crate between two TNT Crates. 
There's no way for you to reach that uppermost box without 
using a standard high jump. Unfortunately, this will also deto- 
nate the TNT Crates when you land, killing you. So, while you're 
bouncing, you need to activate one of the TNT Crates and time it so 
that you high jump just as it's exploding. With any luck, you'll land 
after the explosion with a minimal amount of damage, which is why 
you grabbed that Aku Aku Mask before getting on the Bonus Level 
disc. The rest of the level is fairly straightforward. 


The Time Trial here is easier than most as there's fewer ene- 
mies, a shorter level, and you've already had to worry about 
speeding through it thanks to the tsunami. Just bounce your 
way past the flopping fish, snagging as many Time Boxes as pos- 
sible—especially while on your scooter—and head toward the 
Warp quick. 


FIRE HUB — LEVELI3 — SMOKEY AND THEBANDICOOT 


Crash must race his Jeep to the finish line to win the Purple Crystal. Cortex's minions are also racing in their 
own dune buggies against Crash. Crash must come in first place to receive the crystal. The race takes place 
on a desert road chock-full of pits, jumps, turbo boosts, and crates, as it winds it's way through an arid 
landscape and a ghost town. 


A LEVEL GOODIES ENEMIES TIME TO BEAT 
\ Purple Crystal e Pits @ Sapphire Relic: 01:20 
Д e Fellow Motorists 
@ Clear Gem | @ Gold Relic: 01:10 


© Relics @ Platinum Relic: 01:00 


FIREHUB — LEVEL13 — SMOKEY AND THE BANDICOOT... 


its а rac » tc о see wha can mole these bandits. Unfortunately, you're forced 

to start in the rear, so you're going to play catch-up for the duration. The 
first thing you need to do however is punch the accelerator as soon as they 
say, “GO!” 


Pacers 
You're battling for first against It doesn't help that the fourth place buggy (the 
Cortex's race team, and - a - yellow car) is determined to keep you from get- 


while you won't die run- 
ning into them, they can 
throw you off course. And 
they never fall into a pit, 
even when pushed. Do 
your best to simply stay 
out of their way. 


ting around him. You need to stay to the left 
and out of his 
way until you 
have a chance to 
make it onto a 
ramp. 


& With almost every ramp, there's a green turbo boost right before it. You must 

|| hit these if you're ever going to catch up with the leader. If at all possible, 
avoid bumping and grinding another car when you approach, as it'll only 
take away from your speed burst. 


Pits Fail to come in anything but first 
and you'll restart the level. However, 
if you finish numero uno, this may 
very well be the 


It's going to take several passes through this course 
before you remember where the pits are. If there's one 
thing to keep in mind, you almost always want to stay 


| shortest 
to the left. Except for one instance— level of 
on the final turn before the finish, the 
and even then if you're going fast N 
enough, you might be able to sur- game 


vive it—all the pits are on the left. 


The only difference in the Time Trial version is that you'll have a 
few Time Boxes that you can run over. Other than that, it's exactly 
the same, and you'll want to use the same strategies. 


FIRE HUB — LEVEL14 — ESKIMO ROLL 


The last level that saw Crash in an Atlas Sphere, we were actually enjoying ourselves. Now you'll be ready 
to throw in the towel when you take a turn at this diabolical snowy winter level. Crash will steer the Atlas 
Sphere around spinning penguins, Tiny the Tiger, Dingodile with his flamethrower, and N. Tropy. The level 
is full of moving platforms, steaming pits, narrow bridges, all of which have to be negotiated before get- 


ting to the crystal and making it to the exit. 


LEVEL GOODIES lii ENEMIES 
@ Purple Crystal Penguins 


Tiny the Tiger 
ё Clear Gem Dingodile 


e Relics : N. Tropy 


p" d 


TIME TO BEAT 
[^] Sapphire Relic: 01:25 
@ Gold Relic: 00:45 

@ Platinum Relic: 00:34 


FIRE HUB — LEVEL14 — ESKIMO ROLL 


Things start off harmless enough. Simply 
roll yourself down the hill, grab your 
fruit, and plow over a few boxes. But 
once you make it to 
your first bridge, you 
know things are 
indeed different. 
There’s steaming 
holes, and they're 
going to be every- 
where. Whatever you 
do, stay out! 


Roll across the bridge and carefully navigate 
amongst the holes. If you're truly masochistic 
and bent on snagging every box, you need to 
steadily wind your 


way between the 
steaming pits. 
Otherwise just hug | 
the right-hand 
side. 


Once past the initial pits, you'll come to 


Tiny the Tiger who you may remember Tiny the Tiger 

from Crash Bandicoot's pu Pass him, and This blast from the past won't hurt you on con- 
take out Dur tami ите Penguin. tact, though he may force you over the edge if 
Hust ren imp the given a chance. You simply 

реч a need to get around him, so 
es Pal; И he's juke one way and lunge the 
[ОЯ you other—preferably to the 


can't hurt him 
| r left—away from the edge. 
| but he can't y 9 


| hurt you either. 


Continuing on, carefully stay to your right, doing everything in 
your power to avoid rolling over the edge (or into a steam pit) 
until you get to the first Checkpoint. 


Go past the water pipes (don't worry, they 
can't hurt you), and slowly down the hill, fol- 
lowing the trail of fruit. Eventually there will 
be fewer pits but more Nitro Crates, so pro- 
ceed with caution past the mastodon bones. 


Past the penguin, things begin to get 

| hairy again. You'll begin to hear what 
sounds like weapon fire. Keep going 

| until you come to another section of 

steam pits. You should be able to bare- 
ly see what's making all that noise. _ 


FIRE HUB — LEVEL1I4 — ESKIMO ROLL 


You need to simultaneously keep 
from falling into the pits and time it 
so that you can get past the Dingodile. 
Not the easiest thing in the world, but 
it can be done, as long as you careful- 
ly skirt the i DOON 
edges. Once 
past him, you're 
at your next 
Checkpoint. 


Enemy: Dingodile 
As if this guy weren't bad enough, 
strap a flamethrower on 
him and he's downright 
deadly. Your only recourse 
against this Cortex cohort 
is simple avoidance. 


"| After the Checkpoint, you're actually going to need to stay to the left as 
there are Nitro Crates on the other side. Take out the penguin, and then 
carefully approach the moving platforms. 


Deadly Dingodile 


On the other side of the moving plat- 
| forms is Dingodile again with another 
| flamethrower. Stop when you get to 

| the other side and make sure that 

| you move to the left when the coast 


| is clear | 


The platforms 
are again a tim- 
ing obstacle. 
Just don't worry 
about trying to 
cross them all at 
once. Take your 
time. 


|| Now things get really tricky. Tiny and Dingodile are back and so is the pen- 
| guin. To make matters worse, now you have to contend with fire pits. Just 
» | take your time and navigate carefully between the dangers, watching for 
'| weapons fire. 


To get to the suspended box, use the ramps on either side of it 
to get the necessary air. 


| Make your way to another set of moving platforms, taking your 
time as you go. On the other side is the next Checkpoint. — 


FIREHUB — LEVEL14 — ESKIMOROLL к مم‎ 


иг W, you've avoided leaving the snow if 

you can help it. But look carefully, and you'll 

‚ notice that you're surrounded by a frozen pond 

of sorts. The Wumpa Fruit should give it away 
that it's safe to go on. Feel free to roll off and 

onto the ice and grab the fruit. 


There are two tubes on each of the separate 

ice sections. And directly in front of that tube 
is a turbo boost of sorts. Merely roll across it, 
and it'll shoot you through the tube and onto 
another section. This is the only way that you 
can get back up on the beaten path. Just keep 
an eye out for the laser-shooting N. Tropy. 


Again, your best and safest path is on the right once 
past N. Tropy. Roll your way between the two Nitro 
Crates and over to the Nitro Switch Box. You know 
you're getting close to the end. 


Slowly make your way past the steam pits, the fire d 
pits, and the gaping chasm directly in front to the № 
Warp. 


Build up some initial speed by rolling to the left and really rolling down the hill 
before hitting the stopwatch. You need to blaze your way as fast as 
you can, and considering that you're cruising at quite the pace, 
it's actually easier to avoid the pits as your speed will naturally 
carry you out of them. Also, avoid waiting for the first moving 
platforms; just go around the left of them. Unfortunately, 
there’s no such shortcut for the second set of moving platforms. 
Don't do any shortcuts like ice tubes; just stick to the main path, 
smash the Time Boxes, and book it to the Warp. 


FIRE HUB — LEVEL1I5 — FAHRENHEIT FRENZY 


EECA RENAE La 


DOD | ENEMIES TIME TO BEAT 
sla P Bombing Bandits 
Flame Throwers 
Lab Assistants 


@ Sapphire Relic: 02:00 
@ Gold Relic: 01:20 
Robots | — @ Platinum Relic: 01:10 


FIRE HUB — LEVEL15 — FAHRENHEIT FRENZY 


You start off with a copter-pak that you have a short time to master. In 
a nutshell: up is down, down is up, X is forward, and O is backwards. 
This first portion of the level allows you to get adept at mastering the 
controls and smashing a few boxes without inadvertently touching 
something that'll kill you. Be sure to smash the first Checkpoint. 


Now we're getting serious, as 
everything is this room is hot, 
hot, hot. You need to avoid 
the floor as it 
will burn you í 
instantly, and 

you must make 
it past the 
lasers through 
simple timing 


Sky Light 


| Yes it looks hot up there, but you can safely fly 
| against the ceiling without killing Crash off. 


maneuvers. 
You can time your way through the lasers or simply EE M o ш уыт 
glide underneath (just don't go too low). You'll dd Г 


get too close to 
anything green 

or anything on 

the floor. Most 

everything else 
is perfectly safe 
to touch. 


definitely want to stay 
low for the floodlights, 
though you'll need to 
time these as well 
because you can’t go 
as low as you'd like. 


As you navigate heater coils, which are safe to touch, stone arches, 
and lasers, you'll need to watch out for the flame lights on the floor, 
forcing you to fly higher than usual. Keep going until you finally 
reach the portal into the lab and your next Checkpoint. 


Getting through the lab is all about 
timing. Your first obstacle is the 
flame-shooting pipes. 
Just wait until the fire 
dies, and then dash 
through, watching out 
for the flame thrower 
on the other side. 


Take out the flame thrower, jump over the fire 

pit, and then activate the TNT Crates (after 

you grab your 

Aku Aku Mask, 

of course). E 

Notice the pair # 

of bombing ban- 

dits on the other 

. Side? It's all 
about timing. 


FIREHUB — LEVEL15 — FAHRENHEITFRENZY 


‘Watch for the flame pipe, and carefully 
approach the stack of Nitro and Iron Take out the flame 
Spring Crates. You need to activate the thrower, smash the 
TNT Crate, get out of е nearby boxes, and 
the way and then head on over to the 
belly flop onto the conveyor belt, leap- 
Iron Spring Crate. ing over the Nitro 
Crates in your way. 


& 


You need to jog as fast as you can on the conveyor belt, which is determined 
to send you back into the Nitro Crates. Once to the other side, carefully 
smash the safe crates, and take out the bombing bandit. 


Here are a series of laser obstacles. You need 
to jump over the first and crawl under the 
next one, though you could jump it if you feel 
confident. On the other side, you'll find an 
Invisibility Crate. Smash 
it, and you can run 
through the rest of the 
lasers harm-free for the 
next few seconds. You'll 
get an audible warning 
when your fun is over. 


Duck under 
the remain- | 
ing lasers, | 
take out the 
flame thrower, and 

head on to the next 
Checkpoint. 


The pounding column and the flaming overhead pipes are simple timing 
| obstacles. Just wait for them to clear away and then book it to the other 


side. 


Floating Robot 


Dangerous to the 
touch, his main 
weakness is his 
steady and constant 


You'll see the Bonus Level disc on 
your left. Once done there, head 
down, jump across path. A simple spin 
the pit, and meet fcd : move will take him 
your first robot. б « N down. 


Don't worry, the blue-ish green lighting won't 
hurt you; it'll just turn you into a walking X-ray. 
EE You need to be careful 

| going through this section 
as it's also changed the 
color of Nitro Crates. 


are about to 
get really inter- 
esting. 


Navigate your way through the smashing 
columns, jump over the Nitro Crates, and 
spin out the bombing bandit. Keep your 


»" eyes peeled 
Even if you can't discern its familiar for an Aku Aku 


green color, you can tell it's Nitro by the Box. It too bounces, but 
way it bounces. it bulges differently 
than a Nitro Crate. 
You'll soon be back in 
normal lightning with a 
|| A few more Checkpoint nearby. 

| evil minions, a 

| | couple of Nitro 


| Crates, and a Jump on the conveyor belt, 

B jump or two, keeping an eye out for the 

| and you're at robot on the other end. You'll 

the Warp. come across another Invisibility 
Crate. Grab and go, trying to 
get through as many of the 
lasers as possible before your 
invisibility runs out. 


For the very first set of boxes, you need to activate the TNT Crate so throw the Switch Box. 
Unfortunately the TNT Crate is hidden within a Slot Box, meaning that you have to have 

impeccable timing to activate it. But don't worry: Have fun and simply throw your- 
self over the edge. The lives you lose in a Bonus Level do not affect the 2 
number of lives you have in the game. 


Next, you need to carefully jump onto the Steel Crate next to the row of Nitro 


Crates, then Tip Toe your way across, knowing that they'll all be wiped out at the 
end of the level. 


, To make tracks, you need to avoid the same obstacles and keep 
an eye out for those Time Boxes. Also, be constantly aware of 

whether you have an Aku Aku Mask. You'll come across stacks 
of Time Boxes with Nitro Crates mixed in, but with an Aku Aku 
Mask, it may be just too tempting to ignore. Smash your way 
through them, take the health hit, but rack up the time delay. 


. FIREHUB — PY-ROBOSS — CRASHES TO ASHES 


Py-Ro, the Fire Elemental Mask, has merged with Crunch to become a 
a molten lava rock creature. Crash uses a special fire-fighting mech equipped 
with a fire hose to do battle against Py-Ro. Crash runs around the level 
avoiding Py-Ro's lava and boulder attacks. When Crash sees a lull in Py-Ro's 
{| attacks, he will need to move in and dowse Py-Ro with the fire hose several 


times to defeat him. 


As soon as you can, make tracks away from Py-Ro. He'll be hurling 
boulders all the while, so feel free to use jump to get out of the way, 

{ though you can also just move out of harm's way. You'll quickly 
come upon a mech and you'll automatically jump in and start chas- 
ing down Py-Ro. It's very important that you wait until you get real 
close before hitting the fire button. If you hold down the X Button 
while chasing him, it'll slow you down and he'll get away. 


For the second stage, you do exactly as the first except you'll have 
to run a bit further before getting to your mech. Py-Ro's aim also 
may be a bit more accurate this time with those boulders. Don't try 
going off to the side, as the boulders go there too. Just try and 
stick to the middle of the road as it gives you the most freedom 
when jumping or moving out of the way. Once inside the mech, 
you'll start chasing him, but he'll drop little lava rocks, usually right 
in front of you. No matter what part of the road you're on, he'll 
move directly in front of you. Touch the rocks and you're toast. You need to 
jump over them or simply time them, so that you can move out of the way. Once 
you're close enough, fire that hose. 
The third stage sees him throwing boulders that occasionally split 
apart into two. For these, you definitely need to jump and while 
in mid-air control where to safely land, which quite often is right 
in between the two boulders. Get into the mech and start chas- 
ing. This time, he'll not only drop lava 
rocks but lava rocks that move. Jump 
over them, or move in the opposite 
direction of the rocks. His throw alter- 
"I! nates from side to side. Once you're close enough, fire. 
For the final stage, every boulder he throws splits, so you 
need to jump every single time, just in case. When you get 
to the mech, he'll be dropping more 
lava rocks. But you don't have to worry 
so much about avoiding all of them, because once you get a 
clean shot at him, the level is over. 


If you defeat Py-Ro, you'll be awarded a new power for Crash: 
Death Tornado. Tap the Square Button repeatedly. 


Like the Tsunami level, this Coco level is relatively short, culminating in outrunning a huge avalanche— 
why does Coco get stuck with these? 


Purple Crystal * Penguins 
Clear Gem * Ski Bunnies 


Sapphire Relic: 01:35 
@ Gold Relic: 01:00 


Relics @ Platinum Relic: 00:50 


Hidden Clear Gem 


Bonus Level 


Basic Skithrough 


You start off simply enough by smashing boxes, 
avoiding skiers, and snagging goodies. The one 
thing you'll want to watch for is the 
Switch Box past the skiers. You need to 
jump on the tallest box, and then high 
jump your way to hit the Switch Box. 


After crossing the bridge, you'll need to carefully negotiate the snow plat- 
forms. Be careful of the penguin on the other side. 


More snow platforms, but this 
time there’s a Bonus Level over 
to the far 

right. Be sure 
to smash the 
Checkpoint box 
first before head- 
ing off to the 

Bonus. 


Following the fruit downhill, you'll quickly lose your 
footing. You need to make sure Coco doesn’t get 
going too fast, as 
there's a row of deadly 
Nitro Crates at the bot- 
tom. Simply jump over 
them once you get 
close. 


f Stay to the right to avoid the other Nitro 

|| Crate just around the corner, and be prepared 
|| for the penguin who'll pop out to wish you a 
B | bad day. Navigate through several more Nitro 
|| Crates until you regain your footing. Then 
head towards the next Checkpoint. 


As soon as you get to the edge, you'll hop 
onto a snowboard and start trying to 

out-ski the avalanche. You can also try 

to slalom your way between the flags 

for a Hidden Clear Gem. Hold 6 to 

gain speed while skiing. Just follow the 
fruit, and watch for the running total at the 
bottom. 


Once at the bot- 
tom, head over to 
the Nitro Switch 
Box, grab your 
reward, and head 
to the Warp. 


! Avoid hitting the flags; that'll just slow 
уои down. Better to live and miss out on 
the Hidden Clear Gem than to meet a 
snowy death. 


BONUS LEVEL 


Bonus Levels don't get much more straightforward than 
E one. It mostly involves making sure that you jump over 


Nitro Crates and setting off TNT. The only thing to keep in 
mind is that TNT Crates don't 
blow up Steel Crates; so 
you'll need to go back and 
smash them once you've set 
off the TNT. 


TIME TRIAL 


No special tricks here. Just avoid all the things you would do if you were trying to 
F/ earn gems, such as maneuvering the slalom course instead of 
just trying to get down the mountain in once piece. 


This level is as long as the last one was short. But it’s more than just simple maneuverings through anoth- 


er laboratory. The mech you got familiar with against boss Py-Ro is available half-way through this level. 
Now you can see what real power is. 


LEVEL GOODIES | | ENEMIES 


Purple Crystal e Lab Assistants 


Clear Gem | * Robots 


TIME TO BEAT 
[^] Sapphire Relic: 02:00 
@ Gold Relic: 01:25 


Relics @ Platinum Relic: 01:15 


Purple Gem Path 


Bonus Level 


Tricky, tricky. Not only do you have to 
jump from platform to platform, but 
you've also got to avoid the spinning 
lasers as well as 
the phaser-toting 
lab assistant. 
Fortunately, 
they're all slow, so 
getting past them 
should be a piece 
of cake. 


Once past the lasers, you'll come to 
an Iron Spring Crate, which will 
force you to take the ceiling. Swing 
along the grid above, spin attacking 
any robots that get in your way. 
Continue on 
until you can 
get your feet 
firmly planted 
on the ground 
and to the first 
Checkpoint. 


You thought the last lattice walkway was tough; now try swinging along 

| With the ever-present danger of being electrocuted. Now that's fun! You 
need to watch how the electricity sparks first on the floor and then the ceil- 
ing, and time your swinging so that you can get to safety before being fried. 


Here, you'll have to time it perfectly in order 
Instead of hopping from ceiling to to have enough time to swing across before 
floor in the hopes of staying aii being electrocuted. Wait until the electricity 


free, simply run from one on the ceiling Beep eats, and 
Steel Crate to the next, then jump for- 


until you come to a stack ward and swing 
of three. For some rea- over, leaping 
son, they don't conduct just before the 
electricity. electricity comes 
back on. 


à Here you'll find the Bonus Level disc, and just 
= _ across to the next platform, you'll see the 
infamous mech. 


Hop into the mech, and familiarize 
yourself with the control. You can 
jump, but not terribly high. The most 
impressive feature is that you can 
shoot Wumpa Fruit, which will come in 
m handy taking out lab assistants from afar. 
N (Hold the Ш; hold to target; release to fire.) 


Proceed through the metal doors and smash your first box: a 
Checkpoint. You'll probably see your first robot from afar. Take 
aim and fire. | 


but can't get a good lock on them. It may be as simple as 
just scooting a bit closer for a better shot. 


You're not going to be able to jump You'll come to a large wall of metal boxes, with several 
high enough to grab that 1-Up, so Nitro Crates in the mix. Anytime you see a series of Nitro 
the only thing Crates, always take aim and 
you can do is fire. In this case, it'll set off 
back up and a chain reaction that will 
fire at it. take out one of the lab 
assistants firing at you. 


Although you can try to aim through the hole at the remaining lab assistant, 
you're much better off carefully jumping up onto the Steel Crates and get- 
ting off a good clean shot. 


Continue on your 
merry way, taking out 
various robots, jumping 
to different platforms, 
and pick- 
ing up whatever 
goodies you can 
find, until you reach 
the next Checkpoint. 


You'll keep carrying on as you have been: taking out 
robots, shooting bomb-throwing baddies, and smash- 
ing whatever boxes 
you can get. Be careful 
not to run too fast 
because it's dark in 
here and there are 
plenty of ways to fall 
to your doom. 


|| The rest of the level is much the same. Hop 
|| from platform to platform, shooting the 

|| robots, and grabbing the goodies. Before 

| you know it you'll be at the Warp. 


' — DROID VOID 


The Purple Gem Path is very basic as far as levels go. There's 
® nothing here that you haven't seen throughout all of 
“Droid Void." Just more enemies and more Nitro 
Crates. Take your time, shoot Nitro Crates when- 
ever you can, and you'll navigate this puppy 
with no problems. 


The Bonus Level is extremely easy—well easy for anyone who's made it this far in 
the game. There's nothing here that you haven't seen before. A few tricky ledge 
jumps, and a series of Nitro Crates that you have to Tip Toe past; 
but other than that, it's dead simple. J 

RONUS 


The Time Trial is tough, mostly because it's so time-consuming 
to get through this level to begin with. Doing so with a stop- 

watch ticking is doubly stressful, which is probably why you get 
2 minutes to get through it. 


Coco takes to outer space in this level. She pilots her very own space ship. Her mission is to destroy the 
three space stations. Her mission sounds easy, but each space station has three satellite shield generators. 
These generators must be destroyed before she can take out the space stations themselves. Coco will also 
need to dodge or destroy asteroids and enemy ships during her mission to destroy the satellites. 


LEVEL GOODIES | ENEMIES 


Purple Crystal Enemy Ships 
Asteroids 


TIME TO BEAT 
ð Sapphire Relic: 01:54 


Clear Gem @ Gold Relic: 01:22 


Relics @ Platinum Relic: 01:16 


Remember the tornados from Level 2? Well, this is going to work almost 
exactly the same way. You need to take out the satellite shield generators 
before you can start firing on the space stations. Choose a space station and 
start picking off the shield generators. 


You should take a moment to try to take down at least a handful of 
enemy ships. They can be incredibly damaging, and the fewer there are, 
the better. 


Try to circle the space station, picking off the 
generators as you go. Once you've gotten the 


three generators out of the way, simply start Like the other flying levels, you can smash 


firing on the pace the level's crates and pick up health by look- 
|| station. Soon it'll ing for the various pods floating throughout 
|| blow up; you can the area. The 


|| monitor how health items 


| many you've got are the white 


to go at the bot- pods with the 
|| tom of the screen. red crosses. 


Smash all the boxes, and you 
earn a Clear Gem. Take out the 3 
space stations, and you get your 
Purple Crystal, plus the level is automatically 

` over whether you've gotten your Clear Gem or 
not. 


TIME TRIAL 


If you want to do the Time Trial, you needn't worry about veering 
into any unusual locales to get started. Don't touch the controller, 
and you'll run right into the stopwatch. From there, it's just like the 
regular mode, except you're being timed. Take out the satellite shield 
generators, and then destroy the satellites. 


Crash starts this level in his sub. Crash will need to avoid several vicious forms of fish, sharks, eels, jellyfish, 
frogmen, and large groping tentacles. Later in the level, Crash will use his trusty scuba gear to search the 
depths of the living ocean to find the Purple Crystal. Crash makes his way through flowing sea grass, 
underwater caves, sunken ships, and mine fields, before he exits this level. 


LEVEL GOODIES ENEMIES | TIME TO BEAT 
e Purple Crystal Assorted Fish 


@ Sapphire Relic: 01:14 
, @ Gold Relic: 00:56 

Mines 

e Relics Large Groping Tentacles [^] Platinum Relic: 00:48 


Frogmen 
@ Clear Gem 


— CORAL CANYON 


This time you start off in your sub, and the 
action starts immediately with a nearby Ws Groping Tentacle 
man. All the controls ш 

and weapons are 
exactly as you 
remember them 
from “H2 Oh No,” as 
is much of the strate- 
gy. Stay high and 
take it slow. 


Along the bottom of the ocean floor are 
several burrows where the tentacle lies in 
wait to reach up and 
smack you around. 
Best to stay high and 
whenever you see 
one, drop your depth 
charge on him. 


Again, you'll want to stay high and keep it slow, watching for 
fish that jump out quickly, mines that lie in wait, as well as 
4 Nitro Crates placed in such a way as to maximize the difficulty. 


E 


i pr Anytime you see bubbles floating up from the 


bottom, be wary. It might very well be a tentacle. 


When you reach the second frogman, directly below will be a series of Steel 
Crates with a small opening in them. Be sure to drop a depth charge down 
there to take out the hidden Switch Boxes. 


Abandon Analog 


The analog stick is great for land-based levels, but for sea- 
| faring fare, you're better off with the directional pad. It's 
| easier to control your up and down movements. 


Keep going, 
taking out ugly fish, mines, and grabbing 
1-Ups until you reach the next Checkpoint. 


For the next little while, you'll need to navigate Nitro Crates, watch out for 
fish, fish, and more fish, and try to avoid getting caught under the mines. 
Eventually, you reach a passageway where you hop out of your sub and go 
_at it sans weaponry. Now the fun really begins—NOT! 


Once you're back into your scuba gear, navigating through the 
next series of Nitro : 
can do is take it extre 


You're going to spend the rest of the level 
spinning, that is if you want to make it out of 
|| here alive. If you're really interested in the 
fruit, you may take your time, but those frus- 
trated beyond hope are best left to simply 
spin their way home. 


As in so many other levels, when 

you're not sure where to go, fol- 

low the fruit. Head down through 
the jellyfish, past the ugly fish, 
and follow the Wumpa Fruit arrows 
downward to the next Checkpoint. 


| At this Checkpoint, right next to the tentacle, head to your left for a cou- 
| ple of easy 1-Ups. Then head back to your right. 


You're going to go deep sea diving. Spin your way down, down, down, past 
jellyfish and other assorted terror until you finally see that familiar Nitro 
Switch Box. Then head into the Warp and prepare for the next level. 


TIME TRIAL 


To succeed with this Time Trial, you'll need to use the same strategy you used for the 
last ocean level: move fast and stay low. It's riskier, but you need 
to bowl your way past the mines. Keep your finger on the trig- 
ger so that you can clear the path ahead of tentacles, Nitro 
Crates, and ugly fish. 


Crash encounters spinning blades, electric fields, various lab assistants, robots, and lasers before he finds 
the Purple Crystal and the exit. 


LEVEL GOODIES ENEMIES TIME TO BEAT 
ё Purple Crystal Lab Assistants @ Sapphire Relic: 01:37 
@ Clear Gem Bombing Bandits @ Gold Relic: 01:10 


e Relics Robots [^] Platinum Relic: 00:54 


AIRHUB — LEVEL20 — WEATHERINGHEIGHTS 


More lab work, but this time with more enemies than you thought imagina- 
ble—and not just of the bombing and flame-throwing kind either. Head for- 
ward, smash the boxes, and time your jump to avoid your first evil minion. 


Don't worry about the purple tornadoes in between jumps. They're harmless. 
Continue on taking out robots, lab assistants, and 
more boxes until you come to a group of TNT 
Crates. Notice how 
the crate in the mid- 
dle is moving? It's 
another Aku Aku Box. 
Jump on it before 


activating the rest of 
the TNT. 


Take out the robots 
and lab assistant. If 
you time it right, you 
can activate the TNT 
Crates to blow up 
both robots. 


Making it past the fans is simple. Just wait for them to 
stop, and then quickly run through. Take out the lab 
assistant waiting on the other end and you're at your 
first Checkpoint. 


Crash never gets tired, so there's no reason to 
drop down on the Steel Crates along the way. 
Just keep going until you see the Bonus Level 
disc. Drop down 
on the regular 
platform and 
snag the 1-Up 
before activating 
the Switch Box. 


Down the hall is a flame 
thrower and more good- 
ies. Take him out, and 
jump up onto the grating 
to swing your way across 
the chasm. Use the Death 
Tornado any time the 
floating droid gets near. 


Proceed right, taking out 


When you activate the 
Switch Box, it'll create a 
block of Steel Crates, with a 
lone TNT Crate in the cen- 
ter. You need to go over 
there and activate the TNT 
if you want to snag all the 
boxes for this level. 


boxes, activating TNT, and 
generally staying on solid 
ground and not jumping 
into the great unknown. 
Keep going until you get 
to another ceiling grate. 


— WEATHERING HEIGHTS 


- Swing your way over, 
B but once to the other 
| side be on the watch 
for the 
exploding droid. 
Although you can try 
ı to take him down by 
jumping on him, if you 
~ = ' keep a few feet away, 
you can wait for him to blow. 


PF Before jumping across, be wary of the 
pipe that shoots flames immediately 
on the other side. Jump across but 
proceed cautiously. 


Smash, crash, 
and dash your 
way to the next 
Checkpoint, looking out 
for another flaming pipe 
as well as TNT Crates 
that need activating. 


Now you come to a 
laser gauntlet, but 
they consist of three 
heights: High that you 
can walk under, 
Medium that you can 
crawl under, and Low 
that you can jump 
over. Take your time. 


On the other side 
of the first set of 
lasers, you'll find 
an Invisibility Box. 
Smash it and book 
it through the next 
series of lasers. 


More spinning blades, 
but this time they've 
got Nitro Crates block- 
ing your way. Again, 
it’s simple timing, but 
just jump through the 
fan instead of running. 


Things just keep getting worse. Now there are lasers and Nitro Crates. You need 
to carefully and slowly maneuver your way around. Once past these, you're 
home free and on to the next Boss Level. 


A couple of tricks will help you get through the Bonus Level. In 
order to explode the first series of Nitro Crates, 
you need to break the crate between the Steel 
Crate and Iron Spring Crate. If you go in 
between these, you'll be crushed. So you need 
to Super Double Jump so that you land on the top 
box after you start it bouncing. Now hop on over to 
take care of the rest of the level, setting off the TNT 
Crates, Tip Toe past the next series of Nitro Crates, and 
snagging the numerous 1-ups to be found. 


Make sure you know where all the enemies and platforms are 

before attempting the Time Trial, because you won't have as much 
time to complete the jumps and avoidance maneuvers as you did in 
the regular level. 


C PRESSURE 


Believe it or not, once you figure out what needs 
to be done, beating Lo-Lo, the Air Elemental Mask, 
is even easier than the previous three bosses 


You're once again in a flying machine, this time a glider, with unlimited ammo. 
Keep your finger constantly firing no matter what, because you'll hurt him as 
often by accident as you will on purpose. 


Lo-Lo has four attacks, and he's vulnerable during or just before 
he's about to attack. That's when you have to fire at the appropri- 
ate area. 


His first attack is a giant snowball of 
sorts created in his left hand. Drift over 
as far to the right as you can, and 

| when you see him start to form the 
ball, fire at his hand. If you do it cor- 
rectly, you'll see little explosions as well as his health dropping. 
Wait for him to throw it, and then fly all the way to the left side 
of the screen to avoid being hit. 


His next attack will be ice balls that he shoots from his mouth. 
When you see him throw his head back, start aiming for his 
face. Again, if you do it correctly, you'll see tiny explosions 
where you hit him. Now go to one side of the screen and use 
your up and down maneuvers to avoid being hit. 


His other attack is the ice laser he 
A shoots out of his right palm, which is 
i vulnerable during firing. This is the 
| hardest move to simultaneously hit and avoid. Your best bet is 
то concentrate on dodging the attack by methodically scrolling 
around the screen, while holding down the fire button. You | 
might get lucky, and if not, there'll be plenty of other oppor- 
~ tunities. — 
His final attack is a sheet of hail. He'll bring his arms inward 
and then flail them out with his head back. That's the 
moment he's vulnerable, and you need to aim for his chest. 
Scroll to the bottom of the screen, and look for any openings 
in the curtain of hail to squeeze through. There may not be 
any, and you may have to take some damage, but this attack 
is fairly infrequent. 


p 
Tuis 


Once you've exhausted Lo-Lo's health, you'll 
gain access to the ultimate Special Move: 

the Bazooka. Hold the L1 Button and 
press the 6 Button to fire. 


SPACE HUB — LEVEL21 — CRASH AND BURN 


Crash finds himself on a volcanic island. As he runs through this fiery level, he will go up against crabs, 
banana-toting natives, geckos, dive-bombing parrots, and bubbling rivers of lava. Crash travels through a 
native village, a giant lava extraction machine, a lava-carved tunnel, and a broken suspension bridge 


before he finds the Purple Crystal. 


LEVEL GOODIES 
e Purple Crystal 
e Clear Gem 


e Relics 


e Bonus Level 


\ e Death Route (Red Gem) 


\ 


МАЛШЫ 


ENEMIES 
* Monkeys 

* Crabs 

* Banzai Parrots 

* Geckos 


| 


— 


TIME TO BEAT WI 
@ Sapphire Relic: 01:45 

Fe] Gold Relic: 01:20 

Platinum Relic: 01:15 


= \ 


SPACE HUB — LEVEL21 — CRASH AND BURN 


While most levels start- 
out relatively easy, this 
one starts out with a 
pretty tricky jump. 
You're going to have 
to Super Double Jump 
your way over to the 
platform so that the 
turtle can take you to 
the other side. 


Once on the other 
side, grab your 
fruit, smash the 
boxes (watch out 
for the TNT), and 
head onward to 
meet your enemies. 


Crabs Monkey 

You've got crabs, but they're easily : ss “ 
taken care of. If you don't feel like This banana-wielding simian does 

little more than walk back 


sliding, spinning, 

o шоно on 9 and forth in your path, 

the little bug- and he goes down without 

gers, remember a fight. Spin, jump, or 
slide into him; or practice 


a shiny new up on your Bazooka skills. 


Bazooka. 


Proceed cautiously, taking out enemies, including the gecko, and 
smashing boxes until you get to the Nitro Crates. Sure, you could 
carefully walk around them, but that's what your Bazooka’s for— 
a tool for all seasons. Clear the path and head forward to the 
first Checkpoint. 


After the Checkpoint, you'll come to 

your first set of lava platforms. Starting "| 
simply, these 
are stationary, 
don't sink, and 
are relatively 
easy to jump 
onto. 


= PF Avoid getting too close to the lava 
because it's extraordinarily touchy. You 
might think you've got lots of room 
only to get too close and fffft! 


Suicidal Parrot 


The moment this parrot sees you, he'll rise up and spin in circles, waiting 
for you to get close so he can dive bomb you. Your only defense is to 

stay out from under him; once һе» сеч into orbit, he'll only dive 
straight down. 


SPACE HUB — LEVEL21 — CRASH AND BURN 


- : Your first series of moving platforms. Simply wait until a slab o' rock 
: emerges, Super Double Jump onto it, and then Super Double Jump 
immediately to safer ground. 


Hit the Switch Box and then use your 
Bazooka to take out the Nitro Crates. 
Then head on to your first sinking 
platform. Don't dawdle when you 
land, but immediately jump across, watching 
out for another banzai parrot. You'll see the 
Bonus Level disc and the next Checkpoint. 


Now you've got moving AND sinking 
platforms. But not to worry, you just Navigate your way past more deadly fauna by smashing 
" need to worry boxes and hopping over pipes until you come to another 
about simple moving platform—this 
timing. Watch time moving away from 
out for the you. Wait until it appears 
crab and TWO on your side, jump on it, 
suicidal par- and ride as close as you 
rots on the can before Super Double 
other side. Jumping to safety. 


Clear away the Nitro Crates with your Bazooka, or simply jump over 
them if you're feeling particularly daring. Then jump onto the multi- 
ple sinking platforms. No time to hesitate; just quickly jump from 
one to the next until you're firmly on cool soil again and at the next 
Checkpoint. 


Follow the Wumpa Fruit down, and clear 
the Nitro Crates from your path. It's far 


too narrow a This mini-gauntlet requires you to take the lift down 
passageway to and then work your way back up the ramps to the 

| jump over top, avoiding the rolling rock. Don't worry—there's 
them—use plenty of room to be 
your Bazooka. out of the way on the 1 


platforms. If you 
haven't died, you'll 
notice the Death Route 
platform. 


Head past the skeletons, 
up the stairs, and down 
| the path to the next 

| Checkpoint, watching out 
for flying lava rocks. 


SPACE HUB — LEVEL21 — CRASH AND BURN 


Time your way past the spewing lava holes, the moving and sinking lava 
platforms, and across the bridge to that site we love to see—the Warp! 


Don't be confused by the initial darkness of the Bonus Level. Yes, there's a 
path there that you can take. The trickiest part is bouncing from one solitary 

box to the next without falling in the lava, but with a little prac- 
tice, you'll have cleared the level. Just don't hesitate to use your 
Bazooka to clear away the low-lying Nitro Crates in your path. 


Like all Death Routes, this one's tough, 
7 tough, tough. You need to use your ET 
Bazooka to clear as many of the level's Nitro ma 
Crates as you can before proceeding. But other 
than that, it's all about timing, jumping, and avoid- 
ing dying. The last big jump requires a perfectly 
timed Super Slide High Jump and Super Spin 
combination. Complete it and you earned 
yourself a Red Gem, which. will open up the 
Red Gem Path in Level 8, "Banzai Bonsai." 


You'll have to hot-foot your way through here. But even the 
developers realized how difficult it is to blaze a trail through 
here, because you get a surprisingly generous amount of time 
to get each Relic. 


SPACE HUB — LEVEL22 — GOLD RUSH 


Set in an Old West town, Crash runs through dirt paths covered in scorpions, nasty donkeys, gaping 
crevices, hungry vultures, and crazy dynamite men. Crash makes his way through an abandoned gold 
mine, a ghost town, and through deserted pueblo dwellings. 


LEVEL GOODIES 
Purple Crystal 


Clear Gem 
Relics 
Bonus Level 


Death Route (Yellow Gem) | 


MÀ 


a. 


ENEMIES 


Cactus 


Donkeys 
Vultures 
Scorpions 


TIME TO BEAT 
@ Sapphire Relic: 02:15 
@ Gold Relic: 01:45 
[^ 


Platinum Relic: 01:30 \ 


——— 


SPACE HUB — LEVEL22 — GOLD RUSH 


This is a long level, but fortunately, you've got your trusty six shooter, er, Bazooka to take care of any 
varmints you come across. Speaking of which, just past the inflatable cactus, you can barely make out a 
bird flying above the next set of boxes. _ 


TNT Blaster 


These TNT guys are indestructible, even by Bazooka. Your 
Buzzard only hope is to quickly blast past the blasting. Don't touch 


The buzzards lie in wait, or actually, the dynamite or the explosions, or you'll become Crash bits. 


fly in wait. Keep your eyes peeled up 

ahead for the rascals, and then aim 

your Bazooka at ‘em. If they Continue on, taking out 
start coming boxes, cactus (or is that 
after you, you cacti?), and activating 
can go ahead TNT Crates as you mosey 
and even outrun your way down main 


them. street. 
After the second donkey, keep a 
Donkey look out up ahead for another 
These mules aren't much to look at, buzzard. Lock 


but they can kick. Like all 
pack animals, it's wise to 
steer clear of their back- 
sides. Hop, spin, or slide 
into them to take them 
out. Or shoot them from 
afar, just to be safe. 


on with your 
Bazooka, and 
take him out. 


Scorpion 
They're just like the crabs in the last level: fairly slow and low to the ground, 
making for easy pickings. Just jump, spin, or slide to take the sting out of 
their attack. 


It's the crazy dynamite man you've 
been hearing so much about. You 
need to time it and 
then dou- 
ble jump 
your way past him 
tothenext 
Checkpoint. _ 


More donkeys, more boxes, and 
more TNT Crates until you 
come to not-so-gorgeous 
gorge. You need to care- 
fully hop from platform to 
platform to get across. 
Just watch out for the 

| scorpion waiting on the 
other side. 


SPACE HUB — LEVEL22 — GOLD RUSH 


When you deb near ie bridge. look for the buzzard flying above the Nitro 
Crates, as well as the Bonus Level disc on your right. Take him out, and 
then clear the path of Nitro re crossing the safe—it won't collapse on _ 
p кше 


Keep moseying over gaping gorges, past spooky scorpions, and 
smash those boxes, on the way to your next Checkpoint. 


You'll enter a mine shaft where you'll 
once again have to swing across the ceil- 


ing. Spin to 

take out any : 
scorpions in Once you've made it safely 
your way as across, you'll jump onto a 
well as pick up railway cart. Press X repeat- 
any goodie- Ee edly to make it move faster 


SR 


à : hs filled boxes. 


Once you've reached the end of the line, it's time to start swinging 
your way above the water, super spinning past scorpions to solid 
ground and your next Checkpoint. 


To snag the boxes above 
** you, simply hit jump to 
|| have Crash do a half back 
——— flip and smash the boxes. 


Make your way through more 
boxes, more inflatable cacti, and 


more [ 


This old town main street has dynamite, 
donkeys, and Death Routes. Make your 
way through until you see 
the Death Route next to 
the covered wagon at the 
end of the street. Earn the 
Yellow Gem there, and it 
unlocks the Yellow Gem 
Path in Level 5, "Compactor 
Reactor." 


Scorpions, 
across the bridge, Ш 
and onto the next 
Checkpoint. 


Just when you thought you'd seen the last of ceiling swinging, you're about to 
do it again—this time around the adobe house. Take your time, as you can get 
quite far from the last Checkpoint and have to start all over. 


SPACE HUB — LEVEL22 — GOLD RUSH 


: PF Now that you're skirting the edges, be careful about 
falling off the side. You don't have as much moving 
freedom as you did on the ground. 


As you work your way around, don't hesi- | Make your way past two dynamite men, a 
tate to drop down on the occasional few precarious crate situations, and on over 


ledge and grab the goodies, including an to the final Nitro Switch 
Aku Aku Mask. ' Box. It's back to the 
Just use your Warp Room for you. 
Bazooka for the 
more volatile 
crates. 


Nothing too terribly tricky here. Just carefully bounce from one box to 
another when you're over water, and use your Super Double Jump 
to get to those hard-to-reach places like 1-Ups. Just be extra careful 
| of the Nitro Crates. 


DEATH ROUTE 


This Route definitely puts the Death in Death 
Route. You've got more Nitro Crates than you can 
shake a Wumpa Fruit at, crazy dynamite men 
everywhere, and far too many precarious jumping 
situations. However, if you make it to the end, you'll 
get a Yellow Gem, which opens up the Yellow Gem 
Route in Level 5, "Compactor Reactor." 


P^ No special shortcuts; just run, run, run as fast as you сап. Instead 
of shooting anything, it's best if you simply just jump over it or go 
around it. 


SPACEHUB — LEVEL23 — MEDIEVALMADNESS 


Crash takes to his Atlas Sphere once again in this dash through a castle. Crash navigates the Sphere around 
fiery pits, spinning platforms, drawbridges, giant geared platforms, giant spring-loaded plungers, eleva- 


tors, a maze, Tiny The Tiger, and Dingodile before he finds the Purple Crystal and the exit. 


LEVEL GOODIES 


@ Purple Crystal 
e Clear Gem 


e Relics 


ENEMIES 


Gauntlet Hazards 
Tiny The Tiger 
Dingodile 

N. Tropy 


TIME TO BEAT 


@ 
[^ 
[^ 


Sapphire Relic: 01:40 
Gold Relic: 01:10 
Platinum Relic: 01:00 


SPACE HUB — LEVEL 23 — MEDIEVAL MADNESS 


You're back in the 
castle, but this 
time, you've got to 
roll your way to 
the Warp. Go slow 
down the ramp, 
avoiding the fire 
pits, and stay to 
the left. 


Roll across the 
swaying grating, 
smashing the 
boxes on the 
other side 
before heading 
up the narrow 
pathways. 


Follow the fruit up several ramps, bowling 

over the boxes until you reach the top 

where Nitro Crates are littered everywhere. 
The plants are the same color as the Nitro Stay to the i ‚ 


Crates, but don't worry, they're harmless. left, hugging 
the wall until 


you get to 
what look like 
giant crystal 
balls. 


Wind your way through the crystal balls, grabbing fruit and boxes 
before resting on the ledge below. Roll across the pair of circular 
B. platforms, grabbing boxes until you reach the first Checkpoint. 


Вай Hugging 


| If you stick to the left, you can make the Atlas Sphere hug 
| the rail all the way to the other side. 


Past the computer console (impressive 
medieval castle), you'll come to your 
first gauntlet. Wait for 
the first fiery wheel to 
roll, and then move to 
the next clear spot, tim- 
ing your way past the 
trio of tragedy. 


On the other side is our ol’ friend Tiny. 
Getting around him here is even easier 
than last time. 
.Just fake to go & 
. right, and then - 
Tolle. | 


SPACE HUB — LEVEL 23 — MEDIEVAL MADNESS 


On the other side of Tiny, you'll have a Here's your next mini-gauntlet, which is again, a 
. Choice of two paths, опе on the right simple timing maneuver. However, should you - 
. and the other on the left. Stay away find yourself pushed over the edge near the last _ 
. from the опе оп ће obstacle, don't. - 
_ right, except for give up hope. 
rolling over the boxes There's a small _ 
at the very begin- ledge below, from 
ning. It's filled with which it's possible 
Nitro Crates and diffi- to roll yourself 
cult maneuvers. back up. Just 
watch for Nitro. 


Roll your 


There are two lifts, one that moves very little 
way along 


and another that moves a lot. You need to 
the ledge carefully get on the first on its way down. 
until you get Then roll onto 

to the lifts. Head the second on its 


left, and you're at the way up, and get 

next Checkpoint. off on the ledge 
on the other 
side. 


Roll down the hill, and 
get on the moving 
platforms. The safest 
route is to stick closely 
to the wall that you 
were just on. That'll 
keep you out of the 
water below. 


Don't worry about having a big drop 
here. You can survive a fall that you 
wouldn't usually otherwise. 


Move along the checkerboard path, past the Nitro Crates, until you come to 
another fast-moving ramp. You can take your chances and hop on, or just keep 
going straight to get to the same place. 


Follow the fruit up to the next Checkpoint. (It'll be shaped like an 
arrow for those who might be confused.) You can continue in the 
direction of the arrows, or head left and pick up the boxes that the _ 
lift would have taken you to. 


along the sloped 


roof, past Tiny, and 


then drop down 
behind him. Work 


your way slowly past 
the Nitro Crates until 
you come to 3 1-Ups! 
Then head back to 


the previous 
Checkpoint. 


Negotiating this maze is tricky. Stay to the left, and try to follow the outside 
paths all the way around until you pass N. Tropy. Then turn into the middle 
of the maze, and head to the far right. Don’t get on the same path as 
Dingodile, just keep right. If all else fails: Just follow the fruit. 


Once you've 
reached the last 
Wumpa Fruit on 
the far right, 
you'll see the 
beginning of a 
wood and metal 
chute. Pick up 
some speed and 
roll on in. 


a 


_ For the particularly adventurous, roll 


SPACEHUB — LEVEL23 — MEDIEVALMADNESS 


Go along the sloped 
roof, carefully avoid- 
ing Dingodile and N. 
Tropy, smashing the 
boat load of boxes in 
the recess. Then pre- 
pare to enter the 
maze. 


Smashing boxes on the way down, you'll be 
dumped off into another chute where you'll hear 
the familiar buzz of the 
Warp, which is off to 
your right. Instead, 
head left and pick up 
the goodies to be had 
there—as well as the 
Nitro Switch Box— 
before exiting the level. 


Rolling, rolling, rolling, keep that bandicoot rolling! Now that you know the way to 
the end, picking up a Relic should be a foregone conclusion. m 


SPACE HUB — LEVEL24 — CRATE BALLS OF FIRE 


You've outrun rhinos, avalanches, and tsunamis, but do you think you can outrun a giant ball of glowing 
plasma? While strapped in a mech? Well, you’re about to find out. 


LEVEL GOODIES ENEMIES Ё TIME TO BEAT 
Purple Crystal Robots @ Sapphire Relic: 02:20 
Clear Gem [^] Gold Relic: 01:55 


Relics @ Platinum Relic: 01:40 


Bonus Level 


As if Tip Toeing around Nitro Crates 
wasn't tough enough, now you're 
going to have to swing your way 
through several. As an alternative, 


SPACE HUB — LEVEL24 — CRATE BALLS OF FIRE 


After swinging past your second ceiling 
grate, you'll find you're on a ledge 
where you need to jump on moving 
discs. Slow to jump and you'll get 


you can use your Bazooka 
to shoot them, but ' 
since you're firing 
blind, it's better just 
to slowly swing your 
Way past. 


dumped! Look closely, and you'll see a 
ceiling grate 
above the first 
and third disc, 
making life a 
whole lot easier. 


You'll land right in front of the Bonus Level disc as well as your first 
Checkpoint. Again, smash the Checkpoint box before tackling the 
Bonus Level, just in case you don't make the jump. 


The next several platforms are easy. Just 
watch out for the robot. Use your Bazooka 
or jump over him. Keep 
going until you get to 
your mech. 


More moving discs, but instead of moving 
in unison, they're staggered so that you can 
better jump 
from one to 
the next. Just 
get your tim- 
ing down and 
go for it. 


Now it's time to jump platforms with your 
mech. Fortunately, you've still got a 
Bazooka to take out those annoying neck 
robots in between platforms. 


When you've made it to the platform with the 
giant N door, it's time to get serious. Once you 
head down a bit, a giant plasma ball comes 
|| bursting through the door, and you need to 
book it. 


SPACEHUB — LEVEL24 — CRATEBALLS OF FIRE 


No time to shoot and clear Alas, it's not over yet. Continue jump- 
the way of robots and Nitro \ ing lasers but trying to run over the 
Crates. You're better off just Aku Aku Boxes—they'll come in handy 
simply avoiding them. Just don't if you plow 
hesitate. Jump over | into a robot until 
_ lasers, swerve you get to the 
around robots, and next Checkpoint. 
avoid Nitro Crates 
until you reach the 
next Checkpoint. 


One more round, 
and you'll have 
the plasma beat. 
Now it's time to head 
left, watching out for 
the frustrating robot on 
the next platform. Take 
him out and smash your 
next Checkpoint Box. 


To make life even 
more interesting, 
things just got a lot 
darker, making 
jumping from plat- 
form to platform 
that much tougher. 
Take it slow, and 
watch out for the 
moving discs again. 


Instead of simple discs that dump you, now 
you've got to jump onto moving platforms. 
This is no small feat, 
considering that in 
this mech costume 
you're not nearly as 
nimble. Just be 
patient and use 
careful timing. 


Once past the two sets 
of moving platforms, it's 
all downhill from here. 
Hit the Nitro Switch Box, 
and head into the 
Warp, ready to take on 
the last level of the 


game. 


In a word: Bazooka. Use it on every Nitro Crate you see, as it's the 
surest and safest way to get to where you need to go in one 
Bandicoot piece. Just don't be standing too close when you set them 
„off. And near the end of the level, with the stack of TNT Crates sur- 

J rounding a Switch Box, just set off the first TNT Crate and then bounce 

3 back to grab the Outline Boxes. 


The hardest part of this Time Trail is getting past the floating 

discs quickly, because you're forced to wait for them. Just 

7 don't get sidetracked by shooting at robots and Nitro Crates; 
just jump over the blasted things. 


SPACEHUB — LEVEL25 — CORTEX VORTEX 


Crash runs through Cortex's space research center. The center is a high-security area protected by moving 
particle-beam fencing, electrode platforms, electrified flooring, all of which is surrounded by plasma con- 
duits where one misstep will result in some toasted bandicoot. 


EVEL GOODIES 


Purple Crystal 


ENEMIES TIME TO BEAT 


* Lab Assistants @ Sapphire Relic: 01:40 


@ Gold Relic: 01:05 
@ Platinum Relic: 00:58 


Clear Gem 
Relics 
Bonus Level 


Green Gem Path 


SPACE HUB — LEVEL25 — CORTEX VORTEX 


Getting through this initial electrifying opening is frustratingly tough. When f 
the laser bars are extended to the top, you can run under, but we suggest you 3 
wait until they disappear i in the floor and jump over. | 


Slowly follow the fruit 
around the numerous force 
fields, then use 
your Bazooka on 
the robot and the 
Nitro Crate. 


If you're feeling a little nervous about jump- 
ing on a Nitro Crate to grab the 1-Up, just 
use your Bazooka. 


The narrow platforms don't make this level any easier, so carefully jump 
from one to the next, until you get to the Aku Aku Box, where you'll 
turn right. 


You'll come across a lab assistant 
carrying a blast shield. One shot 


from your Next use your Bazooka 
Bazooka will to clear the path of the 
take care of Nitro Crates before acti- - 
him. vating the TNT, so that 


you have a clear shot on 
the next platform. 


Carefully jump through 
another set of red 
platforms, take out 
the lab assistant, and 
head on over to your 
first Checkpoint. 


Get past the laser bar, and then use your 
Bazooka to take out the Nitro Crates up 
ahead on the 

other platforms. 
Then jump your 
way over to the 
next laser bar. 


SPACEHUB — LEVEL25 — CORTEX VORTEX 


Slowly maneuver your way through the various electrifying fields (again, fol- 
low the fruit), watching out for the black-clad lab assistant nearby. 


It’s not getting any easier. Just take your time hopping from plat- 

form to platform, using your Bazooka whenever you can for Nitro 
Crates and lab assistants. The further away you can take them 

| down, the less you have to worry when you get to that platform. 

1 Make your way to the next Checkpoint. 


More platforms, but use your You'll work your way around the lab, dodging 
Bazooka to take out the lab lasers, jumping electric platforms, and taking 
assistant up ahead. Notice on out lab assistants until you get to the mother 
the third platform after the load of all Nitro Crates. If that weren't bad 
Checkpoint a Green Gem to the left. enough, there's a trio of lab assistants mixed 


This is the Green Gem 
Path that opens up if 
you completed the 
Death Route in Level 4, 
"Wizards and Lizards.” 


among them. 


You have two choices to get through this: Use your Bazooka, or grab the 
stack of Aku Aku Masks next to you to get temporary invincibility, long 
enough to get through that mess up ahead. 


it 


Getting through these last series of 
electric platforms and lab assistants 
definitely calls for the Bazooka. Once 
you've cleared the path, book it on 
to the Warp to go to the final Boss 
showdown. 


SPACE HUB — LEVEL25 — CORTEX VORTEX 


If you played any part of the level, you'll have no surprises when you 
get to the Green Gem Path. More electrified platforms, more lab 
assistants, and even more obstacles. 


Be careful when using the Bazooka on Nitro Boxes, as you may 
inadvertently destroy a set of Nitro that you need 
to Tip Toe across. 


What? You barely made it through this level alive, and now you want to try to 
do so in record time? Good luck. You can't stop and shoot lab assistants 
however. No, you've got to try to jump around them, just like in 
the early levels before you had the Bazooka. 


SPACEHUB — FINALBOSS — CRUNCHTIME 


Crunch's first attack is with the Earth Elemental Mask 
where lava rocks rain down on you. You need to scamper 
out of the way or you're toast. Starting on the right side, 
move forward and over so that you end up right in front of 
Crunch when the shower ends. During the pause, shoot him 
with your Bazooka. If you did it right, Crunch hops over to 
Cortex and knocks him into the arena where you'll 
spin attack him. | 
The second attack is with the Water Elemental Mask 
with large ice boulders. There are several spots you 
can stand to avoid being crushed. One is at the center front, and the 


others are on the back of the arena along the edge near Cortex and 
Crunch. Once the ice attack is over, the lava rock attack will begin again 


Use the same strategy, and shoot Crunch after the attack. Then, spin 


attack Cortex again. 
The third attack is from the Fire Elemental Mask, which will randomly 
choose two of the four sections of the arena and set it blazing. Stay 


“ДА ( E 
; on the ledge near Cortex and Crunch. Wait for the ice attack to fol- 
low, and then the lava rocks will start again. Once there's a lull in the 


attack, you need to shoot Crunch again, spin attack Cortex, and then 


hop onto the ledge. 
The fourth and final attack is from the Air 


ктү? Elemental Mask, which causes lasers to shoot from 
the sides of the arena. The locations change, but 


you'll know when you see certain areas light up 


move out of the way. Then avoid the fire, earth, and ice 
attacks, some of which will repeat, and shoot Crunch 


and spin attack Cortex one last time. 

» Complete the game by gathering only the 25 

7 Purple Crystals, and you'll get a short ending. 
S Get all the Clear Gems as well, 
and you'll get the "real" ending. 


Once you defeat Cortex, you get the fifth and final 
Special Move: Crash Dash. Press the 


R2 Button when you move in any 
direction. 


Prepare for another round of déjà vu. You're back to Level 11, “The Gauntlet” but with a couple of big 
differences: First, you're playing the level with Coco, which means you have none of Crash's special moves 
except Crash Dash. Second, you have to do it in the dark, with only the light of a single firefly to guide 
the way. Third, not everything is exactly as it was, so no matter how experienced you are with "The 
Gauntlet," there's plenty of variation to keep you on your toes. 
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LEVEL GOODIES ME ENEMIES Ё TIME TO BEAT 
@ Clear Gem | | iibi / | Sapphire Relic: 01:35 
Ф Relics | | кашы E Gold Relic: 01:12 


| e Hidden Clear Gem | \ | ] Platinum Relic: 00:50 


SECRETS — LEVEL26 — KNIGHT TIME 


Without your Super Double Jump, 
you need to wait until the last sec- 
ond to make most of your jumps; 
and you'll 
need to 
jump quickly several : 
times across the 
trap door. Take out 
the knight and wiz- 
ard, head up the 
Stairs, and get to 
your first 
Checkpoint. 


Smash your way through the several boxes 
and jump across the gaps—fortunately, the 
platforms aren't moving this time. When 
you jump to a new 
platform, pause 
momentarily before 
barreling through, to 
make sure you don’t 
run smack into some- 
thing deadly, like a 
fire ball. 


At the sliding spiked gates, you're going to have to use timing and 
the Crash Dash in order to make it past unscathed. Smash your way 
through the next series of boxes, use the moving platform to clear 
the Nitro Crates (but watch out for the sliding spiked gate on the 
other side), and head to the next Checkpoint. 


Now comes the true test of your gaunt- 
let skills. You need to high jump to the 1- 
Up between the Nitro Crates, and Crash 
Dash your way through the swinging 
maces. Carefully jump on the TNT, hop 
over to the Aku 
Aku Mask, then 
to the 1-Up, and 
then back on 
the TNT, quickly 
jumping over to 
safety before 
the boxes blow. 


When you see the swinging blade, you'll realize 
why it was so important to grab the Aku Aku 
Mask. Although you 
could time it to 
jump to the corner 
and quickly duck, it's 
easier simply to run 
through it and let 
Aku Aku keep you 
from dying. 


Wind your way between the Nitro Crates, up the stairs, and carefully 
jump over the Nitro Crates to the next Checkpoint. 


SECRETS— LEVEL26 — KNIGHT TIME 


Jump onto the TNT Crates to activate them, jump over to the next ledge, 
and grab another Aku Aku Mask. With any luck, you'll have earned 3 lives 
and will get invincibility. Plow past the fireplace and take out the wizard. 


4 


f «Ё On the ledge after the wizard, watch out for the 
spinning spikes that'll suck you in if you aren't 
careful. Best to skirt the nearest edge to stay out 


of harm's way. 


Follow the fruit to your 
next easy set of boxes. 
You'll want to try doubly 
hard to get onto that ledge 
with the 1-Up, either by doing a 
running jump or using the boxes as a plat- 
form. There's a 
Hidden Clear Gem 
there. 


Jump down, hit the 
Nitro Switch Box, 
and head to the 
Warp, being sure to 
not miss the final 
jump to the Warp's 
platform. 


_ SECRETS — LEVEL27 — GHOSTTOV 


Crunch obviously still holds a grudge and is demanding a race through this Old West mining town. You'll 
need to find the best path around the track not only beat Crunch but also to smash all the boxes for your 
Clear Gem. Several junctions in the track lead to a short or longer trip around the track. These junctions 
will take Crash through a radioactive mine, over a trestle bridge, and through a ghost town. First one 
around the track three times wins. 


LEVEL GOODIES Ш Ш ENEMIES f TIME TO BEAT 


@ Clear Gem * Crunch @ Sapphire Relic: 01:09 


@ Relics | @ Gold Relic: 00:48 
Platinum Relic: 00:36 


SECRETS — LEVEL27 — GHOST TOWN 


Beating Crunch couldn't be simpler. Just push forward on your analog stick 
and stay on the main course. Don't veer off on any side tracks, don't lean out 
of the way of any Nitro Crates; just stay with the default path and you'll 

beat him easily. 


Collecting all the boxes is a bit tougher, 
but the most important thing to remem- 
ber is that you want to clear the mine 

shaft last. For your first lap, you should 
stay on the left-most 
tracks. 


On the second descent, 
you'll notice a Switch 
Box suspended on your left. It's very important that 
you hit this box on your first lap. Naturally, you 
need to take out all the boxes along your way. 


On your second lap, you should stay in the mid- 
dle. On the same descent where you saw 
the first Switch Box will be a second 

one, this time on your right. Be sure to 
hit that Switch Box while picking up all 
the boxes along the way. On your third lap, 
you should keep right, going into the mine 
shaft. You'll pass several Outline Boxes and 
then a Switch Box. All those Outline Boxes 
become Nitro Boxes. Be sure to take out all 
the crates in the shaft that won't kill you. 


Again on that second descent, you'll notice 
a third Switch Box. Nail it, and you'll reveal 
a Nitro Switch Box toward the end of the 
race lying squarely between the rails 
itself, so you can't help but run over it. 
If you've gotten all the wooden boxes, 
this'll take care of the Nitro Crates, and 
you've got your Clear Gem. 


` SECRETS — LEVEL28 — ICE STATION BANDICOOT 


Crash straps on his copter-pak to race though a frozen landscape against a magic-carpet-riding polar bear. 
Beat the bear and you beat the level. 


LEVEL GOODIES ME ENEMIES 
@ Clear Gem * Nitro Boxes @ Sapphire Relic: 01:10 
@ Relics @ Gold Relic: 01:03 


E @ Platinum Relic: 00:51 


SECRETS — LEVEL?28 — ICE STATION ВА 


You must race the polar bear through a series of suspended green hoops in 
this wintry wonderland. The controls are exactly the same as the last time 
you used a copter-pack: up is down, down is up. Simply go through all the 
hoops as they light up. 


Along the way, there'll be balloons and crates in your way. You can spin 
through the crates, or run through the balloons. For Nitro Crates, as long as 
you don't actually touch them, you're in the clear. 


To overtake the bear, you need to stay on course and smoothly fly through 
the hoops. Don't get hung up on the edges or miss a hoop, and you're 
home free. 


This space-based course sees you navigating your Atlas Sphere across glass-bottomed tiles in an effort to 
find the exit without falling off into the great beyond. 


LEVEL GOODIES li ENEMIES | TIME TO BEAT 
@ Clear Gem ° Deep Space 

5 Я e Tiny the Tiger 

@ Relics е тору 

\ @ Hidden Clear Gem | [^] Platinum Relic: 00:30 


[^] Sapphire Relic: 01:00 
Gold Relic: 00:40 


SECRETS — LEVEL29 — SOLARBOWLER 


Basic Rollthrough 


Getting through Those collecting 
here is relatively ' boxes will definitely 
easy. Just look at the want to go explor- 
map to find out ing. Go down all 
where you want to paths and tubes, 
go. For starters, fol- but do so cautiously 
low the fruit straight and as slowly as you 
ahead. can to avoid Nitro 
Crates and inadver- 
tently rolling off the edge. 


After passing М. Tropy, you'll come to Tiny 
The Tiger. Instead of taking a chance on try- 
ing to blow past 
138 him, simply roll 
down the 
sloped tiles to 
his left, and 
pass him that 
Way. 


To make it to the end of the 

level, stay to your right, down the 
tube, and 
past the next 
spinning disc to 

your first Checkpoint. 


у | To make it to the next Checkpoint, stay to the right until you get to 
fey, the tube with the Nitro Crates at the bottom. Head east of the Nitro 
$ Crates and wind your way around to the next Checkpoint. 


When you come to the wobbling tiles, your best bet is to simply go for it. Going 
slow actually makes things worse; so spin fast and try to keep yourself straight. 


By now you should be able to hear the Warp. Either direction—left or right— 
will eventually lead you there. Right has more wobbly tiles but more goodies. 


Widder Clear Gem 


If you want to get the Hidden Clear Gem in this level, you'll need to take the offshoot of the level behind 
Tiny. Follow this route around, and eventually you'll find the Hidden Clear Gem on a small 
flat platform. 


E 


This level is locked into an isometric view of Coco as she speeds downhill on her snowboard. She jumps 


off snow ramps, slides across snow banks, avoids woolly mammoths and angry skiers, as she makes her way 
to the end. 


| LEVEL GOODIES ME ENEMIES ЁЙ TIME TO BEAT 
\ e Clear Gem Ski Bunnies @ 
\ 


Sapphire Relic: 01:10 
а Woolly Mammoths 
@ Relics е] 


Gold Relic: 00:50 


e Hidden Clear Gem @ Platinum Relic: 00:43 


SECRETS — LEVEL30 — FORCE OF NATURE 


Basic Skithrough 


No avalanche to avoid this time, just 
Nitro Crates, skiers, and woolly 
mammoths, though the woolly 
mammoths won't really hurt you. As 
usual, your safest bet is to follow 
the fruit. You can 

also choose to stay 

low, but you'll miss 

the hard-to-reach 

boxes. 


Keep your eyes peeled for the 
Hidden Clear Gem, which is really 
not so hidden, being the prize on 
one of your jumps. 


` GAME SECRETS 


In all 25 Main Levels of the game, you can find a “Force of Nature,” 25. 


Purple Crystal. You need all 25 to finish the game. |„ all 25 Main Levels of the game, plus the 5 Secret 
The Main Levels also include Bonus Levels and Death Levels, you can get a Clear Gem if you break every 
Routes. box in the level. The game also includes Hidden Clear 
To access the 5 Secret Levels, you must collect all 25 Gems, Colored Gems, and Gem Paths. 

Crystals, complete the game, and have a certain number 
of Relics. To access "Knight Time," you need 5 Relics. To 
access "Ghost Town,” 10 Relics. For “Ice Station 
Bandicoot,” 15 Relics. For “Solar Bowler, 20. And for 


The following chart tells you where you can find Bonus 
Levels, Death Routes, Hidden Colored Gems, Gem 
Paths, and Hidden Clear Gems throughout the game. 


LEVEL BONUS DEATM HIDDEN GEM GEM PATH 
LEVEL ROUTE 

ARCTIC ANTICS YES NES BLUE GEM ON DEATH ROUTE NO 

TORNADO ALLEY NO NO NO NO 

BAMBOOZLED NO NO NO NO 

WIZARDS AND LIZARDS YES YES GREEN GEM ON DEATH ROUTE NO 

COMPACTOR REACTOR YES NO NO YELLOW GEM PATH 

RUMBLE IN THE ROCKS NO NO NO NO 

JUNGLE RUMBLE YES NO NO NO 

SEASHELL SHENANIGANS NO NO NO NO 

BANZAI BONSAI YES NO NO RED GEM PATH 

THAT SINKING FEELING NO NO NO NO 

H2 OH NO YES NO NO NO 

BRAIN DAMAGE NO NO NO NO 

THE GAUNTLET YES NES PURPLE GEM ON DEATH ROUTE NO 

TSUNAMI YES NO HIDDEN CLEAR GEM BLUE GEM PATH 

SMOKEY AND THE BANDICOOT NO NO NO NO 

ESKIMO ROLL NO NO NO NO 

FAHRENHEIT FRENZY YES NO NO NO 

CRASHES TO ASHES NO NO NO NO 

AVALANCHE YES NO HIDDEN CLEAR GEM NO 

DROID VOID YES NO NO PURPLE GEM PATH 

CRASHTEROIDS NO NO NO NO 

CORAL CANYON NO NO NO NO 

WEATHERING HEIGHTS YES NO NO NO 

ATMOSPHERIC PRESSURE NO NO NO NO 

CRASH AND BURN YES YES RED GEM ON DEATH ROUTE NO 

GOLD RUSH YES YES YELLOW GEM ON DEATH ROUTE NO 

MEDIEVAL MADNESS NO NO NO NO 

CRATE BALLS OF FIRE YES NO NO NO 

CORTEX VORTEX NO NO NO GREEN GEM ROUTE 

CRUNCH TIME NO NO NO NO 

KNIGHT TIME NO NO HIDDEN CLEAR GEM NO 

GHOST TOWN NO NO NO NO 

ICE STATION BANDICOOT NO NO NO NO 

SOLAR BOWLER NO NO HIDDEN CLEAR GEM NO 


FORCE OF NATURE NO NO HIDDEN CLEAR GEM NO 


from Traveller’s Tales 


BradyGames was fortunate to receive the five following interviews from the creators of Crash Bandicoot: 
Wrath of Cortex. Brady would like to thank Traveller's Tales for their involvement in this project. 


Jon Burton, Company Director 


Q: Were you intimidated by taking on the most 
successful PlayStation franchise of all time? 


A: Not really. We have handled Mickey Mouse, 
Sonic the Hedgehog, The Muppets, Buzz Lightyear, 
and a host of other top licenses, all with huge 
deadlines. We understand the importance of them 
to the license-holder and appreciate the need to 
get a quality game to market on-time. 


Q: Originally, when you first heard you were going 
to be tackling Crash, what early ideas did you have? 


A: We were originally going for a planet-hop- 
ping full-3D roaming adventure. As it was Crash's 
first outing on the PS2, and there was only a year 
or so of development time available, we eventually 
decided to use the tried and tested formula that 
makes Crash such an addictive game. 


Q: What ideas and concepts didn't make it into 
the game that you would have liked to include? 


A: That would be spoiling the sequels. 


Q: What ideas were seriously considered that 
you're glad were ditched? 


A: It was going to be a full-roaming game with 
puzzle elements. | think this would not have been 
considered a "Crash" game if it was done. I know 
people always go on about free-roaming 3D 
games, but Crash works because the gameplay is 
so focused and you don't have to worry about the 
camera. 


Q: What are you most proud of with this incarna- 
tion of everyone's favorite marsupial? 


A: The Atlas Sphere levels are very fun, and I per- 
sonally like the flying and the underwater levels. 


Q: What made you decide to feature Coco more 
prominently? 


A: The need to add new twists to the Crash fran- 
chise without changing the core gameplay. 


Q: How long did it take to go from being given 
the green light to final code? 


A: We had various game design changes early 
on, so | guess from when the format was settled, it 
was about 12-14 months of development. 


Q: What was your particular involvement in 
Crash? 


A: | am the Director of Traveller's Tales, and | was 
responsible for initial story/concept as well as 
many of the visual effects concepts, and | pro- 
grammed many of the effects seen in the game. My 
responsibility was to make sure the game was as 
technically advanced and visually interesting as it 
could be in the time available. 


Q: How long have you been obsessed with video 
games? What is your favorite video game of all 
time? 


A: I have played video games for the last 18 
years (since | was 13). My favorite video game of 
all time is probably Super Mario World on the 
SNES. It is certainly the one that influenced me the 
most. 


Q: How long did you personally work on this 
project? 


A: | worked on the project right at the start, 
gave input during production, and then a lot of 
time during the alpha/beta/master portion of the 
production cycle. 


Q: When not working on Crash, what is the 
game of choice around the office? 


A: Gran Turismo for PS2. 


— M! 


Nicola Daly, Lead Character Artist 


Q: What was your particular involvement in 
Crash? 
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: » A: | am a character modeler at Traveller's Tales 
and as such built and textured the majority of the 
characters seen in the game. | also built several 
vehicles for Crash and Coco, such as the submarine 
and dropship. In addition to these, | built various 
placement objects for the levels to add interest 
and detail to the game. 


Q: How long have you been obsessed with video 
games? What is your favorite video game of all 
time? 


A: Since | was young very young. My favorite 
video game of all time has to be Manic Miner on 
the Spectrum. 


Q: How long did you personally work on the 
project? 


A: | worked on Crash for about a year in all, 
from early doors right through to when the game 
went to master. 


Q: When not working on Crash, what is the 
game of choice around the office? 


A: My favorite game has to be Tony Hawk 2 as | 
love competitive games where you can learn new 
tricks and build up your skill through your involve- 
ment in the game. 
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Q: Were you intimidated taking on the most suc- 
cessful PlayStation franchise of all time? 


A: Not at all, more excited than intimidated. 
Crash is just one in a long line of massive franchis- 
es that we at Traveller’s Tales have tackled. 


Q: Originally, when you first heard you were 
going to be tackling Crash, what early ideas did you 
have? 


A: Initially we had plans to take Crash into a 
fully 3D-roaming world. However, after much 
thought, this idea was scrapped as we felt that 
Crash fans would want some classic Crash game- 
play interspersed with new fun elements. 


Q: What ideas and concepts didn't make it into 
the game that you would have liked to include? 


A: We would have liked to have mini-bosses to 
combat in the levels themselves. However, after 
much thought, we decided that this would slow 
down the fast and frantic Crash gameplay. 


Q: What ideas were seriously considered that 
you're glad were ditched? 


A: Multiplayer. We wanted levels to be playable 
in co-operative play, but we rightly decided against 
it. 


Q: What are you most proud of with this incarna- 
tion of everyone's favorite marsupial? 
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Arthur Parsons, Designer/Producer 


A: This has to be the Atlas Sphere levels— 
Eskimo Roll, Solar Bowler, Bamboozled, and 
Medieval Madness—as this was a concept that was 
initially laughed at but turned out to be incredibly 
fun and addictive. 


Q: What made you decide to feature Coco more 
prominently? 


A: Coco was playable on the back of Purra in 
Crash 3, and we thought it was time that every- 
one’s favorite “other” bandicoot be playable. She is 
such a great character that it would have been 
wasteful not to utilize her in this fashion. 


Q: How long did it take to go from being given 
the green light to final code? 


A: In all, the project was accomplished in around 
12-14 months. Which is an incredible achievement 
by all concerned. 


Q: Are there any subtleties in the game (perhaps 
references to other Crash games, or a tip of the hat 
to another franchise) that a gamer may not catch? 


A: Well those that “may” be there will just have 
to be found by gamers themselves. 


Q: What does the future of Crash and Coco hold? 


A: The future of Crash and Coco is incredibly 
bright. However, we wouldn't want to ruin the sur- 
prise of future Crash games would we? 


Arthur Parsons, (cont.) 


Q: What was your particular involvement in 
Crash? 


A: As designer and internal producer, | was 
involved in the early game concept design as well 
as specific level designing for the game. As the title 
progressed through development, | was also 
responsible for the placement of creatures, crates, 
and pickups and general gameplay design. My pro- 
duction duties were mainly to liaison with our col- 
leagues at Universal in the US and ensure that we 
got the game out on-time. 


Q: How long have you been obsessed with video 
games? What is your favorite video game of all 
time? 


A: | have been obsessed with videogames since 
the dawn of gaming. There are so many games 
that | hold dear to my heart, and | would find it 
hard to pinpoint one. But my three favorite games 
ever are Speedball 2 on the Amiga, Sensible Soccer 
on the Amiga, and Mario Kart on the SNES. 


О: How long did you personally work on the 
project? 


А: | worked on the project for the duration. 
Initially, | was working on the game in-tandem 
with another title of ours, and then full-time 
through to now. So about a year in total. 


Q: When not working on Crash, what is the 
game of choice around the office? 


A: | play many games all the time. | play games 
on my Dreamcast, PSOne, PS2, GBA, Neo Geo 

Pocket, even dragging out my SNES now and then 
for a quick blast of Super Tennis. 


Q: What was your particular involvement in 
Crash? 


A: I coded the main game systems, such as Crash 
and Coco's movement, creature Al, chases, crates, 
Wumpa, Aku Aku's behavior, multi-language text, 
the camera, a few of the vehicles, a couple of boss- 
es, and plenty of other stuff. | was also responsible 
for the game code as a whole and integrated code 
from the rest of the team—things like the lighting, 
effects, editors, special events, the rest of the boss- 
es, and the remaining vehicles, such as the new 
rolling ball and the traditional flying ones. 
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О: How long have you been obsessed with video 
games? What is your favorite video game of all 
time? 


A: | haven't stopped playing video games since | 
was about 10, in the days of the Sinclair ZX81, and | 
still try to squeeze 10 hours of quality gaming into 
every week. As for an all-time favorite, | would 
have to mention several going back through the 
ages, such as Conker's Bad Fur Day, The Legend Of 
Zelda: Ocarina Of Time, Ape Escape, Lemmings, 
Dungeon Master, Rebel Star, and many others that, 
in their time, were perfect. 


Q: How long did you personally work on the proj- 
ect? 


A: I've been coding on Crash for about 12 months, 
but took 2 of those out to finish another game. 


Q: When not working on Crash, what is the game 
of choice around the office? 


A: Other than play-testing our own projects, a 
few people go for the likes of Quake IIl Arena; 
some have a soft spot for Gran Turismo 3: A-Spec; 
while others, including myself, prefer to spend their 
time living in the past with various retro-games. 


Jeremy Pardon, 
Lead Animator 


Q: What was your particular involvement in 
Crash? 


А: | was involved in Crash from day one of the 
project and updated Crash's look on the PS2. | am 
responsible for most of the character animation in 
the game and also in the cut-scenes. In addition to 
the animation, | also built a few of the game charac- 
ters. 


Q: How long have you been obsessed with video 
games? What is your favorite video game of all time? 


A: | have been obsessed with games for many 
years now and regularly dust off my old consoles. 
Of older games, | love pretty much all SNES games. 
Nowadays, | spend an awful lot of time playing 
Dreamcast titles, such as Virtua Tennis. However, | 
am also a big fan of the Power Puff Girls GameBoy 
series. 


Q: How long did you personally work on the project? 


A: | worked on the project for about 12 months, 
however, | was involved in concept development in 
the months prior to that, as we did demo work to 
ensure we got the title. 


Q: When not working on Crash, what is the game 
of choice around the office? 


A: When not working on Crash, | play Gran 
Turismo 3 multi-player in the office. | am also deeply 
into my horse-riding and spend a lot of my free 
time doing this. 
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James Cunliffe, 


Head Artist 


Q: what was your particular involvement in Crash? 


A: Some level design, a lot of level building, and 
using brown where ever possible. 


Q: How long have you been obsessed with video 
games? What is your favorite video game of all time? 


А: For about 20 years, ever since | got a Vic20. My 
favorite game is either Paradriod on the C64, or Mario 
64 on the Nintendo 64. 


Q: How long did you personally work on the proj- 
ect? 


А: From mid 2000, when we first started working 
on the game engine for the PS2. 


Q: when not working on Crash, what is the game of 
choice around the office? 


A: We don't really have a lot of spare time on our 
hands, but Bridge-Builder is probably the game most 
people have played during the project . 
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“Chapter One: Crash Bandicoot | 


.. To say that Neo Cortex comes from a troubled childhood is an understatement. Neo spent his | 
youth as the youngest son in a family of circus clowns, a group of buffoons that loved the spot- 
light and making people laugh. But not Neo. This was a sickly, introverted, runt who was more © 

. interested in science books than stupid antics. Neo was always the butt of every joke, and at the 

age of three, had an "N" for nerd tattooed on his head by a particularly evil group of circus 

performers. And so, Neo was branded forever. But soon the 

torment stopped, after a “freak” explosion wiped out his 
entire family, leaving Neo to fend for himself—how con- 
venient. At that very moment, Neo Cortex decided | 
that he would not rest until he ruled the world. | 


Neo then did what any large-craniumed six-year- 
old would do. He enrolled in high school. But the 
torment didn't stop there. The cruel teenagers 
carried on the Cortex-bashing tradition that had 
become the story of his life. Cortex's only friend 
was another equally pathetic braniac named Nitrus 
Brio (N-Brio for short), a subservient and emotionless | 
automaton that catered to Neo's every whim. Neo and N-Brio suf- 
fered through high school together until another "freak" explo- 
sion blew up the entire building, as well as most of the sur- | 
rounding town. By some amazing coincidence, Neo and N-Brio 
were far, far, away from the detonation, two miles under- 
ground in an abandoned plutonium mine—how convenient. 


They decided to split town and went on a world-smashing ram- 
page. The terrible twosome left in their wake a trail of charred 
earth so 
monumental that they became international criminals. 
Seeking sanctuary from the various forces against them, they 
found three deserted islands off of the coast of Australia and 
set up shop. Soon realizing that his puny body couldn't crush 
a fly, Cortex figured the only way to take over the world was to create 
an army that would do his bidding for him. In a moment of pure dia- 
bolical genius, Cortex came up with the ideas for the Evolvo-Ray, an |! 
energy force capable of mutating common animals into intelligent 
| super-beasts; and the Cortex Vortex, a device that trains the mutated __ 
[l3 animals to obey their master. But unfortunately for Cortex, not everything turned out as 
| . he planned. 


Here begins the slightly odd, yet quite amazing, story of Crash Bandicoot. 


| 
i 
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` coot that ambled around with his little bandicoot 


| Crash began his life as a happy, peace-loving bandi- 


friends and had nothing more on his mind than 
eating, sleeping, and mating. He lived 

in a serene jungle vista with all of 
the other familiar animals of 
Australia, including wombats, 
crocodiles, kangaroos, 
and koalas. It was 
from this utopian 
existence that 

the adorable 

little marsupi- 

al was kid- 
napped and taken 
to Cortex's lair. 


Cortex had already begun to create his 
army of super-intelligent henchmen. But 

he needed a general, a strong leader to 

help him rule the universe. And he wanted a 
bandicoot for the job (bandicoots were always 
strong leaders). Crash was exposed to the blinding 
power of the Evolvo-Ray. His legs and arms lengthened, 
which allowed him to stand upright. And there he was, Cortex's greatest creation, a strong, bril- 
liant beast that could fight with the speed, brains, and brawn of twenty men. As soon as he was | 
free from the clamps, he spun around like a tornado, and smashed up most of the lab. And this is | 
how he earned his name, Crash Bandicoot. | 


Crash was taken to a dungeon to rest before the big day when he would be put into the Cortex 
Vortex and be taught that Cortex is the supreme ruler. It was down in this smelly hole that he met 
Tawna, a beautiful, brilliant bandicoot chick that had been through the Evolvo-Ray the day before. 
Crash was smitten immediately. He listened to her dissertate on the history of man for hours. Crash | 
didn't say much—he was more like a teenager buzzed on caffeine—but he held Tawna up on a | 
| 


pedestal. She was as levelheaded as he was crazy. They had a lot in common, aside from both 

being genetically altered bandicoots. They both believed that Cortex was evil and had no interest 
in doing his bidding, so they hatched a plan for escape. || 
As luck would have it, Cortex sniffed out their plan and decided that Crash was unfit to lead his || 
army. Cortex summarily ejected Crash by throwing him out of the window. Crash plummeted from | | 


Cortex's huge, towering castle and saw that Cortex's empire stretched across three islands. He 
landed in the ocean and washed up on the shore of the first island, now marooned many miles 
away from his love. Crash didn't want to fight, and he didn't want to be the hero. He just wanted | | 
to hang with his groovy chick. Crash was determined to save his girl, if it was the last thing he did. | 
And so began the first of many adventures. | 
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As he made his way through the 
perilous jungle, Crash began to dis- uu 

cover his powers. Crash could run 9p qm 
fast, jump high, and spin as fast as a -E D 
buzz saw. He was tough and к : 

resourceful and could not be stopped. 
He also met an omnipotent witch doctor 
named Aku Aku, who saw that Crash was a 
good animal who needed a little help to 
finish his mission. So Aku Aku scattered 
masks throughout the island that Crash 
could 

use to protect himself whenever he was in 
tight spots. 


With Aku Aku's help, Crash smashed his way through the first island with careless abandon to a cli- 
mactic battle with a fat, deranged native called Papu-Papu. When news of Papu-Papu's defeat 
reached Cortex, he dispatched all of his strongest creations to destroy Crash at all costs. These scary 
mutants included: Ripper Roo, a deranged, maniacal kangaroo; Koala Kong, a muscular idiot with a 
penchant for hurtling boulders at anyone within eyeshot, and Pinstripe Poteroo, a cross between a 
furry omnivore and several cheesy gangster movies, complete with a fully loaded 
Tommy gun. However, Crash was up to the task and took them all out 
one by one. 


Growing stronger with each victory, Crash made his way back to Cortex's 
fortress, ready to rip into the nerd with the sizable cerebellum, but he 

was forced into one more battle before he could face Cortex. Neo's old | 
buddy, N-Brio, was waiting for Crash, ready to send him back to the 

jungle in a coffin. N-Brio swallowed a little potion he had concocted 

and transformed into a giant green monster. It was a tough battle, but 
Crash pounced on N-Brio's head three times and knocked him out cold. 


Cortex's fortress was at the edge of the third island. He fought through 

countless floors and finally reached the top, where a blimp was hovering— 

Cortex's escape. But Crash would get his chance to stop him. Cortex knew he 
couldn't beat Crash hand-to-hand, so he took flight in a little hovercraft and 
begun to shoot energy bolts at the bandicoot. Crash was hit many times by the 
bolts and was near defeat, but by using the spin move that had gotten him out 
of so many other jams, Crash deflected back the bolts to Cortex's ship and blast- 
ed him out of the sky. Tawna, so amazed by Crash's fortitude, ran into his arms 
and the two rode Cortex's blimp off into the sunset. 


Crash had done it! He had gotten his girl back and defeated his nemesis. He was 
done with being a hero. All he wanted to was chill on a beach with Tawna and 
grow old together, but unfortunately, evil geniuses are hard to squash. 
Unbeknownst to Crash, Cortex would return. 
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| | Chapter 2: Coles Strikes Back T | 


1 
| Thanks to Crash, the evil Dr. Neo Cortex found himself hurtling earthward at terminal velocity, his 
|. maniacal bid for world domination thwarted, or so the story goes. But, as it turns out, the world's 
problems were really only beginning. 


Cortex awoke to find himself in a dark cavern filled with glowing crystals. | 
Convinced they held tremendous power, he retrieved one and crawled back 
to his laboratory to examine it. The crystal led him to a terrible dis- 
covery: Soon the planets would align to create a catastrophic 
solar flux, and only the crystals provided a means to contain | 
this incredible force. Determined to redeem himself 
for his past evil deeds, Cortex set out to develop 
a new, crystal-powered Cortex Vortex that 
would capture the stellar energy and 
harmlessly dissipate it. He enlisted the 
aid of his old colleague and infamous | 
physicist, Ог. М. Gin, to help him design 
such a device. Twenty-five crystals were 
needed to provide the necessary power matrix. Cortex 
knew there was only one hero with any chance of suc- 
cess—Crash Bandicoot! 
After defeating Cortex, Crash returned home with Tawna 
by his side and proceeded to have an ideal bandi- 
coot life together. But one heart-breaking morn- 
ing, Crash woke up to find Tawna gone. There 
was a note left behind: 


ээ??? 


Deavest Crash, 


You sayed me pravely, put I 


have fallen in love with 
another. Pinstripe Potevoo 
e me ах offer 


\ 


maa 
1 coulan + vetuse. 


| Take Care, 


Tawra 


59599. 
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Crash was very lonely, until he met a new 
companion, Coco Bandicoot, another of Cortex's 
reject creations. Crash recognized her immediately: It 

was his sister, his only link to his former life! Coco was a 

brainy computer expert and a worthy partner in heroics. 


After venturing out to find Coco a battery for her computer, 
Crash was kidnapped without a trace, warped in to a mysterious 
room with five doorways. Cortex, speaking to Crash through a 
hologram, told Crash about the planetary alignment and his 
need for 25 crystals. Of course, the last thing Crash wanted to do 
was go on another arduous journey, but he couldn't let the 
world be destroyed. So he and Cortex became allies 
—or so he thought. 


Crash discovered that each doorway led to the various places on 
Earth where the crystals were hiding. A short way through his jour- E 
ney, he discovered that N-Brio, Cortex's old cohort, had taken over | | 

his empire and control of all of his creations. N-Brio knew what | 

Cortex was up to and sent a new host of henchmen to kill | 

Crash, once and for all. Crash's new nemeses were Tiny, a 
mutated cat with a bad attitude; and The Komodo ee 
Brothers, a couple of lizards with sharp knives. N-Brio even 
brought old Ripper Roo out of retirement.Crash battled | 
with all his strength and defeated the henchmen with | 
gusto. Shortly after defeating Tiny, Сосо was finally | 

able to make contact with Crash by hacking into Cortex’s 
hologram machine. She told Crash the real story: Cortex wasn’t 
trying to save Earth; he was harnessing the power of the crystals to create a huge 
space station and a brand-new super Cortex Vortex that could be fired from space and brainwash 
the people of the world into Cortex-worshipping vegetable-brains. 


HISTORY 


Crash knew what to do. He went 
after N. Gin and ultimately i 
Cortex himself. N. Gin, a | 
coward like Cortex, fought 
y Crash from behind a huge | 
flying robot. N. Gin had the 
moves but not the power, and 
Crash reduced ү 
N. Gin's robot to 1 
nothing more than 
a floating pile 
of debris. Now Crash 
would face Cortex for a 
second time: Did he have 
enough left? 


After fighting through a number of 
techno-obstacles in Cortex's space station, 
Crash found a jetpack and chased Cortex 
through space. Crash weaved in and out of 
.. harm's way, nearly colliding with a host of 
giant meteors before finally destroying 
| Cortex's jetpack. Cortex screamed, "You haven't 
seen the last of me, Crash Bandicoot!” and 
careened off into space. 


After Cortex's disappearance, Crash, Coco, and N- 
Brio all realizing they were fighting for the same 
team, shot a giant red laser beam into the sky and 
detonated Cortex's space station into a billion pieces. 
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When we last saw the cool bandicoot, he had 
left the evil Dr. Neo Cortex outraged that his 
dreams of world domination had been blown 
= sky high. Huge pieces of Cortex's exploding 
space station were hurtling towards Earth 
with chunks of metal crashing into a tropical 
mountain—KABOOM! The huge explosion 
frees Aku Aku’s evil twin brother, Uka Uka, 

a dastardly witch doctor and Dr. Cortex's 
sinister boss—that's right, now Cortex has 
someone more evil than him! Uka Uka 
explained that because Cortex had lost all of 
the crystals and gems on Earth, there was no power to 
harness anymore. But, he had a plan. Cortex meets Dr. 
N. Tropy, a master of space-time manipulation. N. 
Tropy created a device called the Time Twister that 
can take someone anywhere in time, so Uka Uka 
could get the crystals long before Crash was 
even born. It was a perfect plan. 


Meanwhile, on another part of the 
planet, Crash and Coco were at home, 
chilling out on the beach. When 
suddenly, Aku Aku got a very strange 
feeling. He sensed that his brother 
had been freed, and he knew that 
Uka Uka and Cortex were up to 
something sinister. He discovered his 
brother's plan and created his own 
time machine so that Crash and Coco 
could beat Cortex to the punch. Would 
Crash ever get a break? 


When Crash and Coco arrived at the location of the first crystal, Cortex's minions were also there 
and alerted him to Crash's presence. Cortex was not about to be beaten a third time by the med- 
dling bandicoot and his little sister, so he sent out another group of mercenaries to stop Crash, 
including Tiny the Tiger; N. Gin; and a new creature, Dingodile, a mixture of dingo, crocodile, and a 
huge flame-thrower. Surely this time Cortex would have better luck. Maybe not. 


Working together like the awesome sister/brother team they were, Crash and Coco retrieved all of 
the crystals, beating Cortex's mercenaries in the process. Wouldn't he ever learn that Crash just 
couldn't be taken out? 

Once again, it was Crash and Cortex, mano-a-mano, but Cortex was no match, and Crash defeated 
him easily. Cortex gave up, leaving Uka Uka to fend for himself. Aku Aku stepped in and used the 
Time Twister to imprison Uka Uka again. The Time Twister imploded, creating a huge bubble that 
almost enveloped Crash and Coco, but Aku Aku whisked them off and saved the day. 

Cortex, N. Tropy, and Uka Uka were warped back in time, and the last seen of Cortex and N. Tropy 
was the three turned into whiny babies. 


Finally, Crash was able to just sit and relax, which is all he ever wanted to do in the first place. 
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When we last saw Crash Bandicoot, he had just defeated 
Dr. Neo Cortex, and Uka Uka and was finally going to 
take some well-earned time off. So now here he is, 
with his super-smart sis, Coco, and friendly compan- 
ion, Aku Aku, soaking up a few rays on the 

beach. But as we all know, diabolical evil always 
finds a way to ruin Crash's day. 


Somewhere else in the galaxy, Uka Uka holds a "bad-guy conven- 
tion" in a newly built space station. The attendees are Dingodile, 
N. Tropy, Tiny, N. Gin, and of course Dr. Neo Cortex. Uka 
Uka is furious; evil's productivity is way down, and some- 
thing has to be done. Luckily, over the past couple of 
years, Dr. Cortex has been working on a super-secret 
weapon that will surely crush 
Crash forever: a super-bandicoot 
named Crunch. 
Unfortunately, he needs 
more power to finish it. Uka tells 
the group of baddies a story: 


Several thousands of years 
ago, the Ancient Ancestors 
fought a brave battle 
against the Elementals, 

a group of renegade 

masks who had control and 
power over the elements of Air, Earth, Fire, 


element and used these elements to ravage 
the globe. The Ancient Ancestors were able 
to imprison the Elementals through the use 
of special crystals that put them 
in a state of hibernation. 
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Uka Uka explains that if they can release these masks and harness their destruc- 
tive power, Cortex can complete his super-secret weapon and rid themselves 
of Crash Bandicoot once and for all. Back on Earth, all heck breaks loose. A 
, volcano erupts, showering the land with lava and charred rock. A 
' tornado rages through the jungle, and then a thundering earth- 


quake shakes the Earth off of its hinges. Aku Aku knows some- 
thing is very wrong here. He knows the Elementals have been 
unleashed on the world once again. The only way to put an end to 
the Elementals is to find the Elemental crystals that are scat- 
tered all across the Earth. Utilizing her brilliant technical 
savvy, Coco creates a Virtual Reality warp device that will take them 

to the different points on the globe to retrieve the crystals. Can 

Crash and Coco brave the elements and destroy Crunch? Or will 
Cortex finally have his day in the sun? 


Working fast and on the fly, Crash and Coco quickly find 
the first four crystals. As soon as they locate the fifth one, 
they are confronted by Cortex himself. Taking much pride in 
this moment, he presents his creation: Crunch, a super-bandi- 
coot that is three times the size and strength of Crash. Cortex 
has a remote control in his hand, which seems to be control- 
ling Crunch. Crunch is a tough customer, a powerhouse with 
a bionic arm that can crush a skull in two shakes of a bandi- 
coot's tail. Crunch tells Crash that he is going to pulverize 
him. Then to the surprise of Crash and Coco, he puts on 

the Elemental Mask of Fire and becomes a huge fiery crea- 

ture. Crash has finally met his match. The battle is fierce 
with neither combatant having the upper-hand for too long. 
Crash narrowly misses being burnt to a crisp a few times but 
finally takes out the creature. The mask flies off, and Crunch returns 
to normal. Crunch takes a secret passage and splits, leaving the mask 
on the ground. Crash pulls out the crystals, which encircle the mask 
until both the mask and the crystals disappear in a cloud of 
smoke. 


Crash and Coco's adventures take them all over 
the world and require all forms of vehicular mayhem to 
survive. They have to destroy Cortex's weather machines 
in a glider, ride through the Earth's interior in an Atlas 
Sphere, avoid being smashed by tsunami wave on a scooter, 
and narrowly avoid a stampede of wild animals while 
driving a Jeep. They stay strong and retrieve all 20 crys- 
tals, defeating the Earth, Air, Fire, and Water 
Elementals and banishing the masks back to their 
state of purgatory. 


Now there is one final piece of the puzzle: Take care 
of Cortex and Crunch. 


ik 


Crash and Coco break into Uka Uka's space station and battle their way to the final confrontation. 
Along the way, Crash finds a mechanical robot suit that is sure to come in handy. They make it to the 
end of their journey and find Cortex, controlling Crunch with his device. Because he has worn all four 
masks, Crunch now has the powers of all four elements. It is a battle for the ages. Crash fights 
valiantly but is just not strong enough to defeat Crunch. In a final blow, Crunch fires a bolt of elec- 
tricity at Crash that destroys Crash's suit, sending pieces of metal flying everywhere. One lone piece 
of suit flies right into Cortex, destroying his remote control device and starting an electrical fire. 
Crunch falls to the ground, holding his head in anguish. He shakes it off and stands up. Crash expects 
the worse, but Crunch comes and helps him. Crunch tells Crash that he always knew Crash was fight- 
ing for what was right but Cortex was controlling him. Now that he’s free, he wants to team up with 
Crash and Coco. 


The fire grows, and Uka Uka tries to wake an unconscious Cortex but to no avail. Crash, Crunch, and 
Coco run off of the space station as fast as they can and escape just before the ship explodes. Cortex 
and Uka Uka are catapulted onto off into space. 


Later, Crash and Crunch go water-skiing in a boat driven by Coco while Aku Aku sits on the beach 
enjoying a mai-tai. It's a wonderful ending for all. 

On the other hand, Uka Uka and Cortex have landed on a tiny deserted island. Cortex is in rags, and 
Uka looks pretty haggard as well. They are despondent until they realize that they have landed on 
the island that Cortex first settled. The place from which where he banished Crash all those years 
ago. Maybe Cortex has one or two more tricks up his sleeve . . . maybe indeed. 
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